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Kingdom Hearts: Chain of Memories is a direct sequel to Kingdom Hearts for the PlayStation 2. It literally picks up right where the ending of the original 
game left off. Although it's not a requirement to have played the original Kingdom Hearts, it certainly helps to know the storyline. 


The original Kingdom Hearts told the story of a young boy named Sora and his quest to help his friends and save his world from the corrupting 
influence of evil creatures known as Heartless. 


The story begins in a place called Destiny Islands, where Sora lives with his two best friends, Riku and Kairi. The night before the trio plans to set 
sail from the islands to explore new worlds, the sky grows dark and dark creatures emerge from the ground. When Riku and Sora go to check on their 
raft, Riku is swallowed by the darkness, Kairi falls ill, and Sora is presented with an unusual weapon called the Keyblade to fight off the Heartless 
swarming the area. When the battle ends, Sora encounters a strange door that leads to parts unknown, Thus begins Sora’s quest to find his two 
friends. 


In the first town that Sora visits, Traverse Town, three adventurers join Sora on his adventures: Donald Duck, Goofy, and Jiminy Cricket, all retainers of 
king Mickey. Donald, Goofy, and Jiminy are in search of the Keyblade master under order of their missing king. The four travel to a variety of different 
worlds, defeating Heartless, making new friends, and sealing keyholes. 


“ AHEAD LIES SOMETHING VOU NEED- 
BUT TO CLAIM IT, 
YOU MUST LOSE 
SOMETHING DEAR 77 


Once Sora and his pals seal all of the worlds, Sora finds himself facing his best friend, Riku. It appears that Riku was seduced over to the 
side of darkness by the sorceress Maleficent and is possessed by a strange scholar named Ansem. Sora soon learns that Riku has been 
searching for Kairi's lost heart in order to revive her, but the two are fated to fight nonetheless. After defeating Riku, Sora travels to the 
‘End of the World and battles Ansem. The story ends with Riku trapped with King Mickey, Kairi alone on Destiny Islands, and Sora, along 
with Donald, Goofy and Jiminy Cricket, separated from both friends. 
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Kingdom Hearts: Chain of Memories begins where the original game ends, with Sora and pals in a large field chasing after Pluto, King CHARACTERS < 
Mickey's faithful dog. Eventually, the group comes to a crossroads where Sora is told “Ahead lies something you need—but to claim it, < 
you must lose something dear.” The roads coalesce into one leading to a shadowy castle known as Castle Oblivion. Perhaps it is here that < 
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THE MAM 


SORA 


Sora is a cheerful boy known for his pure heart and loyalty to his 
friends. Since the night when Destiny Islands was overrun with 
Heartless, Sora has traveled far and wide, mastering the Keyblade 
and protecting the world from the Heartless. In Castle Oblivion, 

he faces new challenges and new dangers. Fortunately, he is 
accompanied on this new quest by his stalwart allies Donald Duck, 


Goofy, and Jiminy Cricket. 
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Donald, along with Goofy, decided to leave the castle in hopes of joini 
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the king and helping him defeat the Heartless. Although allied with 


they continue with their search to this day. After all, King Mickey mij 


be with Sora’s friend Riku. 


Donald Duck, as befits the Royal Wizard, is skilled in a variety of magic? 


types. When he is summoned in battle, he casts Cure, Fire, Blizzard, 
and/or Thunder. The strength of his spells depends upon the combinal 


of cards you use. Stock two or three Donald cards to have him cast the 


highest levels of those spells. 


GOOFY 


Goofy is Captain of the Royal Knights of King Mickey's court. Although he is a knight, 


Goofy tries to avoid fighting whenever possible and instead elects to find non-violent 


solutions. Still, his loyalty to the king is unquestioned and he will do whatever is 


required to find and aid his king. 


When he is summoned in battle, Goofy races across the battlefield and slams into 


enemies with his shield. The number of passes he makes depends upon the number 


of Goofy cards played. 


F 


Jiminy 
CRICHET | 


In the original Kingdom Hearts, Jiminy Cricket was sent by Queen Minnie to accompany 
Goofy and Donald on their quest to locate the Keyblade Master and King Mickey. Jiminy 
was responsible for keeping a journal of those events and he plays the same role in 
this game. Jiminy is the keeper of the Journal, which holds information about all of the 


characters, Heartless, and cards the group encounters on their quest 
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Riku, Sora, and Kairi grew up as friends on Destiny Islands. Although 
separated by fate, their friendship remains true, even though Riku's 
heart has been tainted by darkness. Sora comes to Castle Oblivion 
in the hopes of finding his friend, knowing little of the adventure 


that also awaits Riku there... 


GAME BASICS 


All of the action of Kingdom Hearts: Chain of Memories takes place in a large castle called Castle Oblivion, Home to the mysterious Organization, 
this place has a unique ability to mess with visitors’ memories, erasing them and—at times—replacing them with others. The truth behind the 
castle's powers may never be fully known, but it is up to you to make the journey to the top floor and try to find out. 


THE FLOW OF THE GAME 


In many respects, this game plays like a recap of the original Kingdom Hearts for the PlayStation 2. On each floor of Castle Oblivion, Sora recreates 
‘one of the worlds he visited in the original game, from the scenery to the main characters and bosses. Even the monsters have a familiar feel. The 
Organization is trying to figure out Sora, and probing Sora's memories (and his reactions to them!) seems like a reasonable way to do it. 


In each world, Sora must traverse a maze of rooms to reach three story rooms. Inside each story room, a piece of that world's story is revealed, For 
example, in Traverse Town, the first world, Sora meets his old friend Leon in the first story room to learn a little bit more about the basics of the 
game's battle system. In the next story room, Sora meets Aerith in her house for more game information. The final story room contains the world's 
boss, the Guard Armor. Once Sora visits all three story rooms and defeats the boss, the exit to the hallway and the next floor opens up. 


After you proceed through the first floor, which recreates the world of Traverse Town, you receive your first set of world cards. At the entrance to 
each floor, you are asked to choose one of the world cards in your inventory and that world is then recreated in the rooms on the floor. When you 
run out of world cards, expect to encounter a member of the Organization in the hallway leading to the next floor to win your next batch. Yes, that’s 
win, as in you must prove yourself in another boss-type battle. 


The structure of events in each world is roughly identical to that described previously. Some worlds have a sub-boss or other type of battle in 
addition to the main world boss, while others stick to the one boss, one world formula. As you complete each world, you can purchase more cards 
to fill your battle deck and learn more sleights. By the time you reach the top floors of the castle, you'll be more than ready to take on whatever 
awaits you! 


BASIC CONTROLS 


The button commands are pretty basic and easy to learn. Commands are divided into three categories based on whether or not they are used in 
the Field, on a Menu Screen, or in Battle. 


FIELD CONTROLS 
These controls are used whenever you are exploring rooms, walking through the hallways connecting the floors, and so on. 


Control Pad: Moves Sora around. 


A Button: Swing the Keyblade (used to trigger Treasure Spots and ini 
characters with “?” icons over their heads; advance messages (whili 


iate Room Synthesis when striking a door); talk to 
in conversation). 


B Button: Jump; cancel out of Map or Menu screens. 
L Button/R Button: Not used in the Field. 


START: Brings up the Menu Screen. 


SELECT: Displays the World Map of the current floor. This function does not work when Sora is in one of the hallways. 


SPECIAL MOVES 


When jumping and pressing the Control Pad in the direction of а wall, Sora can grab onto the edge of that 
wall. When you press Up on the Control Pad, Sora pulls himself up onto the platform. When you press Down 
on the Control Pad, Sora releases and drops to the ground. This only works with walls/platforms no more than 
twice Sora's height. 


BATTLE CONTROLS 
These commands are used whenever you are in battle. 


Control Pad: Move Sora around the battlefield. Press Left or Right to direct attacks (Sora 
cannot attack upward or downward). To escape from a battle, run to the left or right side 
of the screen and press Left or Right button on the Control Pad until the Escape meter fills up and Sora escapes. 
A Button: Play a card; hold down to reload cards (while on reload card). 


B Button: Jump. 


L Button: Cycle through the Card Reel counterclockwise. When you hold down the L Button, the Card Reel quickly spins 
counterclockwise. 


R Button: Cycle through the Card Reel clockwise. When you hold down the R Button, the Card Reel quickly spins WELCOME Tû 
clockwise. CASTLE OBLIVION — 


L and R Buttons (simultaneously): Stock cards/activate a sleight. (Two-card sleights are activated by pressing the L and R 
Buttons at the reload card.) CHARACTERS. 


START: Pause battle, 
GAME BASICS 


SELECT: Switch between battle Card Reels (normal battle cards and enemy cards). 


SPECIAL MOVES CASTLE OBLIVION 


When you tap Left or Right twice on the Control Pad, Sora performs a Dodge Roll. This enables him to slide 


(or rather, roll) right past enemies, dodging their attacks. Е 


THE GAME 


MENU SCREEN CONTROLS THE CARDS. 


These commands are used when you are on any of the game's Menu Screens. 


EC Control Pad: Move cursor. 
BESTIARY 


3mm A Button: Confirm commands/selections. 
EROS B Button: Cancel commands/selections. 
E L Button: When used in the Journal, this enables you to cycle backward through the entries. 


E | R Button: When used in the Journal, this enables you to cycle forward through the entries. 


ШІП START: Return to the Field. 
РО зит. Not used. 


Each floor is comprised of two types of rooms: regular rooms and special rooms. To clear a world, you must get through the regular rooms to the 
special story rooms. When you open the door to a regular room, you create the room's contents by selecting and playing a map card. There are 22 
map cards that govern the way regular rooms look and how many Heartless you encounter inside. Map cards affect other variables inside regular 


rooms, but that is discussed later. 


Hitting ә doorway, 
whether it's open or 
shut, brings up the 
Room Creation screen. 


Each floor also contains up to four special rooms that require the use of a special Keycard, in addition to other 
map cards, to open. Three of these rooms are story rooms, which are where the storyline behind each world 
is played out in cut-scenes and where you'll fight that world’s boss battle(s). Be prepared for anything when 
you open the doors to those rooms! 


Special story rooms 
appear in yellow on the 
World Map. 


The door requirements for special rooms are very specific and set for each floor, regardless of what world you 
open on that floor and regardless of what number card you used to open the preceding room. Special room door 
requirements tend to require map cards of a specific color and number in addition to the special Keycard. 


4 апаш es. 


The first white card marked with 75" means that you can use any card 
marked 5 or higher. The second white card marked with 75" indicates 
that you can use any card marked 5 or lower. The blue card indicates 
that you can use any blue map card of any denomination. Finally the 
Heu of Beginnings card is the Final card needed to open the door. Some 
doors require the use of a card with an enact number; these are 
marked by an “=” sign after the number: Unlike the door requirements 
for regular rooms, you cannot use a zero card to override a 
requirement for а Special room. 


The Room Synthesis screen displays the card requirements needed to open that door. For regular rooms, the 
door requirements are limited to any type of map card of a specific denomination or higher. For example if 
the door requirement is for a map card with а value of 4, you can use any card marked four or higher to open 
the door. 


The door requirements for regular rooms are set by the number of the card that you used to open the previous 
room. The doors leading from the entrance room have a requirement of a 1 card or higher. If you use a 1 card 
to open the first door, then the doors in the next room will require a 2 card or higher. If you don't have a 1 
card and choose to use a 5 card, then the door requirements in the next room require a 6 card or higher. To 
reset the count to 1, simply use a zero card to open the next door. 


The other special room requires the special Key to Rewards to open 
and these rooms contain a rare treasure that you won't find anywhere 


else. Sometimes you'll learn a new sleight, while other times you'll get To open this door, you 
need to use a cord 
with a value of S or 
appearing at the end of battles on the seventh floor and higher. Like the | higher or a zero card. 
This requirement also 
other Keycards, you can only have one Key to Rewards in your inventory | ji Cre ayn as tu may 
at a time, so don't hoard it! You won't get another one if you don't | card was used to open 
the room in which you 
use it! H 
Found this door. 


а new type of battle card. Key to Rewards cards are rare and only start 


Hey to Rewards rooms 
look like regular rooms 
on the world map. 

However, to open them 
you need the special 
Hey to Rewards card, 


RODA SYNTHESIS > 


To open this door, use any combination 
ОҒ тар cards that add up to 50 or higher. 


USE AND MEANING OF THE MAP CARDS 


Map cards fall into four color-coded categories depending on the type of room they create. Red map cards change the number, strength and voracity 
of the Heartless you encounter in the room. Green map cards change battle conditions, strengthening and/or weakening different types of battle 
cards or simply adding conditions to battles that you start yourself. Blue map cards create rooms that have a little extra something, like a treasure 


chest containing a rare item, a sleight, or a Moogle Shop or save point. 


Like battle cards, each map card has a number on it ranging from 0-9. These are used in fulfilling door requirements as discussed previously. Map 
cards are presented at the end of every battle unless you've maxed out your inventory of map cards (you are only allowed to carry 99 map cards at 
any one time) or you receive an enemy card instead. 


The following table illustrates which map cards are available in each World and the probability that you will receive a specific card. This table also 
lists the card's priority rating from A (high) to C (low). Cards with a higher priority rating are more likely to appear at the end of a battle than those 
with a lower rating regardless of their probability percentage. 


MAP CARD FREQUENCY PER WORLD 


Tranquil Darkness [73 am. [73 [73 
Teng Dariness в 100% в CA в [73 в [3 WX _ 
feeble Darkness 8 100% 8 am в [3 П %% [73 
ГАН Darkness 
Sleeping Darkness В 100% в %% в 30% в CA B 805 
| 
Premium Room. с 10% с 100% с 100% 
‘iit Room С | 100% З 10% с 100% 
Black Room. $ | 10% с 100% с 100% 
Martial Waking А [73 с 100% [3 10% _ 
Sorcerous | в 80% с 100% с 100% 
ГМелет Waking с 100% А 20% с 10% 
etn Ground П 30% 0 100% гі 100% с 10% 
Stagnant Space B as | в [73 в %% 
Strong Initiative с 100% с 100% с 100% 
Daze с 100% B 80% A 20% 
СД в [71 в 80% [] E 
Guarded Tove ІШ - = 
False = і rs E __ 
Moments Кароне в %% в [73 В [73 в 30% | 
Room B 80%. B 80% в 80% B 80% 
Шаа” | | 
Key o ears = 0% 1 1% 0% 7% 1% 


Card Name 


Never Land 


D 
nb П 
в 
[73 8 
= - = d 
Looming Darkness в x в %% в [73 в 1% 
Premium Room с 20% с 10% с 100% 
White Room А 10% E | ix _ = c 100%. 
‘Black Room с 10% А 20% с 100% 
Martai Waking c 100% с 100% E: 100% 
| Sorcerous Waking c 10% с (0% с 100% 
Nehenic Waking Ces [7 с 100% с 100% 
Meeting Ground с 100% с 100% с 100% 
Stagnant Space = g [71 
| Strong Initiative c | 10% | с 100% с 100% 5 100% 
Lasting Daze с [ 10% с 100% с 100% с 100% 
Calm Bounty в [73 в 70% 
Guarded rove в %% В [73 в во 8 о в 1% 
false Bounty 8 80% в x 8 EA в 80% в 1% 
Moments Reprieve с 100% с [73 с 10% с 100% с 100% c 10% 
[Moogle Room с 100% c 100% с 10% с 100% с 100% c 100% 
Mingling Worlds A 20% A 30% с 100% 
Key to Rewards 105 1% 1% a 30% 4% 
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MAXIMUM NUMBER OF CARDS ATTAINABLE ІП THE SAME ROOM 


rd Name Т Saco 
“Tranquil Darkness 2 | Achemic Waking 3 
Teeming Darkness 4 | Westing Ground 3 
Feeble Darkness ЖЕСІ 2 
‘Almighty Darkness 4 | Strong initiative 3 
Sleeping Darkness 2 | Lasting Daze 3 
Looming Darkness 4 | Cam Bounty 0 
Premium Room. 1 | Guarded Trove 2 
White Room. 0 | False Bounty t 
Black Room. D | Moments Reprieve 1 
Martial Waking з | Moogle Room 0 
осети Waking 3 | Mingling Worlds 0 


Keep the following concepts in mind when choosing a map 
card to open a door. First, decide what type of room you 
want to create. If you are opening a room that leads to a 
story room that might contain a boss, you may want to 
create a room with a save point. If you are in need of battle 
experience or more map cards, then you'll want to create 
rooms with lots of Heartless. In the early stages of the 
game, the Waking map cards help to supplement decks 
with lower numbered cards. On the higher-level floors, 
cards like Strong Initiative or Lasting Daze provide an 
advantage over stronger Heartless. For more information 
on the different map cards and the types of rooms they 
create, check out the Cards chapter. 


ЕРЕ CRRDS 


Vou can manage your 
map cards from the 
map card screen. To 
throw one away, select 
the tupe of card, then 
move the cursor quer 
to the number of the 
card you want to delete 
and press the Я button. 


Second, keep the door requirements of the special rooms in mind. If you know that one of the 
special rooms requires that you use a specific numbered card (e.g. you need a #9 red map 
card), don't use your last one to open the door to a regular room. Alternatively, don't run up the 
door requirements for regular rooms too early in your trip through a world by choosing cards with 


higher number values than are required. 


Ultimately, though, the map card you choose is largely going to be determined by what's in your 
inventory. Once you reach the limit of 99 cards, don't be afraid to prune your inventory, throwing 


out cards that you have too many of or that you never use. 


TREASURE ЕШЕНУШНЕНЕ! 


As you explore the rooms in Castle Oblivion, look out for any object that you can jump on or hit with Sora's 
Keyblade. Many of these objects release treasure that is guaranteed to be of use. The most common treasure 
takes the form of green and red prizes. The green HP prizes heal battle-weary bodies, while the red Moogle 
Points prizes provide Sora with the Moogle Points needed to buy new cards in Moogle Rooms. On occasion, a 
card might pop out from these treasure objects. Grab it quick before it disappears! 


The best thing about Treasure Spots is that they reset each time you leave and return to a room, so you can 
harvest as much treasure as you have the time and patience for. 


TREASURE SPOT ITEM LOCATIONS AND PROBABILITIES 


Some Treasure Spots are easier 
to trigger than others. IF you 
trigger a Treasure Spot with 
Sora's Hoyblade and it doesn’t 
spit anything out, try jumping on. 
top of it. OF course, it just might 
not have any treasure inside it! 


Е [ E 

2 | Кс | = T вок 

E El zen] | 5 7 150% 
30% 30% 30% | 305 30% 30% 30% | 3% 30% 30% 30% 

Е 5 2 - mm | - - - Е 100% 

Е Е e = sal Е 57% Е е 
o | ыл | 505 | cos | sox | cox | Nx | - 10% 80% = 

= 50% 5% | 60% 50% | ы = 100% = 10% 80% p 

= - |! M - 100% | mox | 1% | - 10% 80% > 
100% -_[ | 50% | 60% ail - 10% - 80% 

- dex | sos | sox | sos | cox | sex | 50% | 50% 10% 80% - 

- 50% | 50% | 100% 50% 5% | 5% | 50% 50% 10% 80% = 

= - mem - мы mex | 100% | 100% 10x 80% = 


TREASURE SPOT ITEM LOCATIONS AND PROBABILITIES (СОП'Т.) 


The other great treasure-hunting location is in the Calm Bounty series of rooms. Rooms created with the Calm 
Bounty, Guarded Trove, and False Bounty cards contain a single treasure chest with a special treasure inside. 
In every world (except Traverse Town), there is at least one special battle card or sleight programmed to pop 
out of a chest in the first Calm Bounty-type room opened. Some worlds have two special treasures, so it is 
always a good idea to open another Calm Bounty-type room just in case! 
WELCOME TO 

After acquiring the special treasure(s) for that world, each time you open another Calm Bounty-type room, CASTLE OBLIVION 
the treasure chest issues a random item. The following table lists the contents in a particular world and the from the second floor 


probability that a certain treasure will pop out of the chest. Sega: 


world to make sure you get CHARACTERS. 
all the latest battle cords and 
stoights. 
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fre 300% | 150% | 150% 150% 150% 1М% | ЕЕ 
Blizzard - 150% | 150% 15% [160% | 14% | 100% 
Thunder - - 150% 100% 
Cure 300% 50% 50% 5.0% 50% 150% 50% 
Gravity = 20% | 100% | 100% = - 50% 
Stop. ді 100% | 200% 100% - 50% 
ГЛ Ж = є - 50% 
Simba 100% - 50% | - 
Genie 2 150% = > t 2 
Bambi - - - - | 50% - - 
Dumbo = - = | 150% 5 = 2 
Tinker Bell = = Е - 2 3 
Mushu - - - - = - 
Cloud - - 150% = j | 

[7] 50% Е - 100% z | 

[ТТЛ - - 100% | 50% | 50% - - - 
Мера Рип Р BE - 2 Г 6% Er 
[7 È 100% 5 5% | 50% E — - - 
ТІНІ EN - - - | as - - - - - Ї - 50% 100% 
Eir EN - eil = i = 50% 30% 
[772 2 5 Б 5 E 2 20% 


MOOGLE SHOPS 


Another source of treasure is the Moogle Shop. When you use a Moogle Room card to open a door, it creates 
a room populated by а single moogle merchant. This merchant is more than willing to sell new packs of cards 
and buy your old and unused ones. The currency used in this shop is the Moogle Point, which is issued 
from Treasure Spots in the form of Moogle Points drops. Since Treasure 
Spots reset whenever you exit a room, you can go back to any Treasure 
Spot throughout the world to gather enough Moogle Points to buy out 
the shop. 


Moogle Shop always 
begins with a free pach 
of cards. This is reason 
enough to open at least 
опе shop per world! 


Moogle Shops sell cards in packs of five. There are four different 
types of packs: attack cards, magic cards, item cards, and a Combo 
Pack. The contents of each pack are randomly chosen according to the 
probabilities listed in the following table. 


Combo Packs inctude all three 
types of battle cards, making 
them а greet purchase if you 
are оп ө budget. However, 
with the availability of Moogle 
Points from the Treasure 
‘Spots, budget should not be 
an issue. 


As you proceed further in the Castle, packs of cards with higher rarity cards start to appear inside Moogle 
Shops. These packs are more expensive, but worth it if you get a rare card that you really need. 


TYPES OF CARD PACHS 


Card Rarity | Availability 


| E E | 100 eg Points ЕСІ ШЕГІ 

| Brown Bat ше (nr ЕССІЗ | 250 Moogle Points ЕТЕ 200 ongle Points 
ТТ | m тын ТТІ ШЕНЕП” ҮІ ЕЕ ШЕГІ 

CCT E 500 Mong Ports | p 350 Moogle Points ТЕ ШТІ = 


MOOGLE SHOP CARD LIST PROBABILITIES 


MOOGLE SHOP CARD LIST PROBABILITIES (СОП'Т.) 


Dumbo 

Tinker Bell 

Wushu = 

hus ЕЗ ж 10% 5% 
Potion 8% 4% ә 7 
мо 50% 40% i 2% 15% 
Nega-Potion E 10% 25% 20% 
Ber "NN E "x 
Mega-Ether 15% 2% 
Bhir - 15% 15% 
Меркі: 10% 


e | ЕНЕ The great thing about Moogle Shops is that they are an easy way to WELCOME TO. 
5 5% |5 10% build a powerful deck quickly and early in the game. They are also great IIT < 


1 вк |6 | 0% places to dispose of cards that you may not use. Simply go over to the 

2 5% |7 | ra moogle on the right side of the shop screen and sell him your unwanted 

3 1% | 8 | "x cards. You can then turn around and use the profits to buy new cards. ШАН 
4 ux [s | = Moogle Shops are also great places to find premium cards. 


GAME BASICS: 


CASTLE OBLIVION 


CHANGING ROOMS, REUISITING WORLDS, AND 


CHOOSING YOUR PATH 


SECRETS OF 
If you aren't satisfied with the rooms you've already opened in a world for one reason or another, you can recreate the world by opening it with | Ші 


another map card. This is handier than you might think. Recreating rooms replenishes rooms with Heartless if you need to level up before taking on 
a boss. If you've created a lot of small rooms with few Treasure Spots and you need Moogle Points to buy card packs, you can recreate them with 
cards that produce larger rooms with more Treasure Spots. Also, it is a good idea to save the creation of Moment's Reprieve rooms, which contain 
save points, and Moogle Rooms until after you've opened up all of the regular rooms and killed off all of the Heartless. This enables you to maximize 
your leveling up opportunities before you create rooms that have no Heartless to defeat. 

BESTIARY 


Once you leave a world and open another, the rooms in the last world you visited are erased. If you need to return to that world for any reason, 
simply find a warp point in the hallway to the entrance of the world you are currently in. Warp points instantly take you back to the entrance of the 
world you want to revisit. 


And speaking of leaving and entering worlds, on Floors 2-6 and 7-10 you get to choose the world you want 
to enter for each floor. This guide's walkthrough is based upon the default world for each floor, but you 
are encouraged to make your own decisions when it comes to that choice. Use the maps and information 
contained in the walkthrough to determine which world you think is most appropriate for each floor. Since all 
of the game's treasures are allocated to the world, you won't miss out on anything. 


Save points are 
diamond-shaped, 

while warp points are 
spherical in shape. Youll 
find one of each in the 
hallway right before 
the entrance to a world. 


ESS 


BATTLING THE НЕНІ 


A battle begins whenever Sora touches one of the Heartless on the field. If a Heartless touches Sora first, the battle begins normally, but. if Sora 
hits the Heartless with his Keyblade, the Heartless start the battle in a stunned state, which means you can attack unhindered. Battles play a large 
role in this game, so it is important that you become proficient in the art of card battling as soon as possible. 


BASICS OF THE FIGHT 


As you proceed through Traverse Town on the first floor of Castle Oblivion, plenty of people will give advice on the game's battle system. Theory 
is good, but the best way to gain proficiency is through experience. Defeat all of the Heartless in the rooms you create until you feel comfortable 
with the Card Battle system. 


Basically, the system works as follows: You start the game with a basic card deck that contains attack cards, a magic card, and an item card, There 
is a fourth class of card, the enemy card, but you'll need to fight a few battles (or defeat the boss in Traverse Town) to acquire one of them. The 
five classes of battle cards are as follows: 


Attack Cards: This class is comprised of the different Keyblades that Sora can use in battle. Each attack card has its own 
strengths and weaknesses, so check out its stats before you place new cards into your deck. 


Magic Cards: This class is comprised of both magic and summoning cards. Magic cards enable you to cast the standard 
spells, including Fire, Blizzard, Thunder, Cure, and so on. Summon cards enable you to call a friend into battle. 


Friend Cards: This class of cards is very similar to the summon cards in the Magic category. However, friend cards only 
appear during battles. Which friend cards appear in battle is determined by who you have in your party in any given 
world. Donald Duck and Goofy fill the first two slots in every world except Destiny Islands. The third slot is filled if you are 
in a world where you have a friend willing to help out. 


‘Item Cards: Item cards are used to reload used cards and even reset the reload counter, These cards can only be used 
once in battle. 


Enemy Cards: Enemy cards appear on a separate Card Reel and are accessed by pressing the SELECT button during 
battle. These cards trigger unusual effects or grant Sora special powers. 


Each card is assigned a number from O to 9. In battle, you play your cards and your foes play theirs. Each card is equivalent to an action: attack 
cards trigger Keyblade attacks and magic cards cause Sora to cast the corresponding magic spell. An attack is considered successful if the 
numerical value of your card surpasses that of your enemy, or if you play a card and the attack ends before the enemy plays a card of his own. An 
attack fails if you play а card with a numerical value less than that of the card your enemy currently has in play or if you play a card and then your 
enemy counters with a card with a higher number afterwards. 


That is the theory behind the system. When you are in battle, it feels like a normal RPG-style battle. You still play in real-time and you still have 
to chase down the enemy, aim your attack, and so on. The only difference is that the success or failure of your attacks is determined by the cards 
played. 


The main strategy in the Card Battle system is a little thing called “card breaking.” A.card break occurs when you play a card that has a higher value 
than the card your opponent has already played. For example, if the Shadow you are fighting plays an attack card with the value of 8, you would 
need to play a 9 card or a zero card to cause a card break to end his attack. Continuing to play cards with lower numbers does nothing to stop his 
attack and, in effect, just wastes the cards, which are deflected into the reload pile. 


Of all the cards, the most powerful are the 9 card and zero cards. 9 cards have the honor of being almost impossible to break by themselves, 
making them the card to use if you plan to use a lot of magic or item cards (more on the item cards later). The only way you can card break a 9 
card is with a combo or with the zero card. 


The zero card is quite fascinating. On one hand, it has the power to card break any card in play—including combinations and sleights! On the other 
hand, its value is O and, as such, can be broken by any card, even a 1! As you collect more cards and start to customize decks for the harder battles 
on the upper floors of Castle Oblivion, you'll want quite a few zero cards in your deck. However, don't base an entire deck around them! 


When you run out of cards, the only thing that remains is the blank “reload” card. Press and hold down the A button to recharge and reload your 
deck. The number that appears on the reload card is the reload counter and it indicates the number of times the reload gauge must charge before 
your deck is reloaded and you can resume your offense. The maximum number of recharge passes is three, but it is possible to reset that with the 
help of item cards. During the time you are holding down the А Button, you cannot move or continue to attack. If you sustain damage while reloading 
your deck, the operation is interrupted while Sora recovers from the blow. 


You can only reload cards that are marked as "reloadable." A card is considered “unreloadable” if it was card broken in the previous round, used 
as the starting card of а sleight, or if it is a premium card. Unreloadable cards can only be resurrected by certain item cards. 


ADUANCED TIUS: COMBO ATTACKS 


You also have the option of playing multiple cards at a time. To stock cards for use in a combo, press both the L and R Buttons at the same time 
and the card at the top of your deck moves to the top left of the screen. You can produce two- and three-card combinations. Combo attacks are 
performed as consecutive attacks unless the cards chosen fit the criteria for a sleight. The value of a combo attack is the sum of the three cards. 
To card break a combo, you must play a card or another combo with a higher value. Alternatively, you can just play a zero card, 


Sleights are special attacks that Sora learns as he makes his way through Castle Oblivion. These attacks combine specific cards to create powerful 
attacks with amazing effects. The following table lists the card requirements for each sleight, its effects, how to learn it, and how it affects certain 
types of enemies. 


WELCOME TO. 
CASTLE OBLIVION 


Human 


Siding Dash | Same ype of attack cards, value 10-15 | Side toward distant targets for a close-range attack rm" 0 0 0 E < 
Stun Impact | Same type of attack cards, valve 20-23 | Stun surrounding enemies wth a singe attack —_ Мы [] x x 
ЕТІЛЕ |3atackcais with value 24-26 Hut the Keyblade award, stunning and desing damage. Ме eet 12 [] 0 0 
[1 йети type ot attack cards, value 10-15 | Unleash а powerful пий combo upon the erem, Ater level 17 0 0 O | GAME BASICS 
Sonic Blade | Different pe of attack cards, value 20-23 | Rocket across the felt, striking down any enemies ın the way. Press the A Button for upto | After level 22 0 0 0 
si addtional attacks = 
lontetsulen З attack cards with value Û or 27 Break a card and render Й unveloadable until the end of the battle. Alter level 27 x x 0 
азат |3atackcari with value 1-5 Вапа ary of tows ponte enemy, ГҮ 0 о [о CASTLE OBLIVION 
Ragnarok | 3 attack cards, value 7-9 Leap into the air and fre a stream of rays n front of you. Меч! 0 0 0 
"iUm — | Attack + Donald + Goofy Infict heavy damage on all enemies т sigh. | Event at the start entrance on 13 [] 0 П 
на зе | Ste the oppostion wth power fre mage Мн obtaining the fist magic card fx this magic. | 0 0 0 SECRETS OF 
Firaga Fire Scorch the opposition with supreme fire magic. After obtaining the first magic card for this magic, [] 0 о | THE GAME 
Bima (28i Chil the oppositon with over ке magi |м obtaining tre fest magio card таро | 0 0 0 
ІШ ЗВ | | Freeze the apposition with supreme се magi. After obtaining the frst magic card for this magic. 0 0 0 
Тиба | 2 Thunder Stock the opposition рег Бали magi Ater obtaining the frst magic card fortis magic | 0 0 0 
Thundaga З Thunder | Fry the opposition with supreme lightning magic. After obtaining the first magic card for this magic. 0 0 0 
(Cura 20r Restore a lot ot HP. Aer obtaining the fost magic card or this magie. | 0 0 0 
биа 9 | Restore a very large amount of HP After obtaining the frst magic card for this magic. 0 0 о | 
Bravia 2 Gravy | Deal damage lative to the enemys remaining HP. Ates obtaining the fest magie card foc this magic. | 0 x x pst 
[7 30айіу | Deal damage relative о the enemys emaaing HP. Айе obtaining the frst magic card for this magic. 0 x x 
Stora 25% Нә enemy movement fra eng penod fine АЕ he fist magic card forthismagie. | 0 x x 
ора, 350 Halt enemy movement for a long period of time. - After obtaining the fest magic card for this magic. | 0 x x 
rm 2m Blow away втоми enemies and fic damage. " Ater obtaining the frst magic card for this mag. | 0 o [] 
Летова. HJ Blow away all enemies in a large radius and inflict damage. Аби obtaining the first magic card for this magi. | 0 0 9 | 
Aqua Splash | Blizard + Fire + Aero Spray melted ice at the enemy over a period ol time, inficting ice damage- Treasure Chest in Key to Rewards Room at Monsim, | 0 [] [] 
[7] Gravity + Stop + Magie Hol enemies in place. Enemies can stil attack fom their positas. Morte event with Eyre at 100 Axed. | 0 x 0 
Bart Raid | | Blizzard + Attack + Attack Huri the Keyblade and infict ice damage. Treasure Chest created in Calm Bounty-type oom in | 0 0 о | 
Oympus Coliseum. 
Contuse | Genie + Tinker Bl + Summon Temporarily confuse летне so they tlc less often Mer the event wih Piglet at 100 Acre Wood. 0 x x | 
Fraga Beak | Fie+ Mushu + Attack Init fre damage on enemes п Font of you wth a powerful attack Treasure Chest created in Calm Воли | 0 0 0 
night Tom. 
read | Fre + Attack Atak Hut the Keytlace and fict fre damage. Treasure Chest created in Caim орто | 0 0 0 
-: in Monstro. 
Gifted Miracle | Summon + Magic + Jack Reload cards and reset the counter while restoring HP to friends and toes alike. ‘Treasure Chest created in Calm Bounty-type rooms. 0 9 0 
Bambi + Blizzard + tem = în eraba. | 
Gravity Raid | Gravity + Attack + Attack Hurl he Keyblade and rigger Gravity upon impact. Treasure Chest in Key to Rewards Ram at 0 х х 
Halloween Town. | 
Hoy Mega-Ether + Медайї + tem Infict damage on a targeted enemy and all surrounding enemes. After level 42. | 
Homing Blzara | Aero + Blizzard + Magic Cast а Blizar spell that seeks out the targeted enemy. Treasure Chest created in second Calm Bounty-type | 
moms in Atlantica. | 
Homing Fira | Aero + Fire + Magic Cast a Fire spell that seeks out the targeted enemy. Treasure Chest created in second Calm Bounty-type | 0 0° 0 
moms in Never Land. | 


Judgment | Aero + Attack + attack 


Hurl the Keyblade toward the enemy for multiple attacks. 


Treasure Chest created in Calm Bounty-type rooms 
in Destiny Isiands. 


E 


Heartie 


Effect vs, 
Human 
Bosses 


(Mega Fiare [Миди киеве коюна al enemies in a we area. ГТЗ 0 
Qale Gravity + Simba + Magic Inflict damage on all ground enemies with a violent tremor. ‘Treasure Chest in Key to Rewards Room at Atlantica. 0 
Reflect Raid | Cloud + Attack + Attack | Hurl the Keyblade and make ricochet around to strie many enemies. Treasure Chest created in second Calm Bounty-type 0 
rooms in Hollow Bastion, 
‘Shock impact | Simba + Attack + Attack Simba's mar sends enemies flying and triggers Stop. ‘Treasure Chest created in Calm Bounty-type room 0 x x 
in Atlantica. 
[Rad [Sip + Attack + Mack Hur the кенде and Viger Stop upon impact Treasure Chest in Key to Rewards Room at D х х 
Wonderland. 
Cure + Gravity + Aero ‘Set surrounding enemies’ HP to that of the target. After the event with Rabbit at 100 Acre Wood. 0 x 
| Teleport Magic + Magic + Peter Pan ‘Rematerialize behind the targeted enemy, stunning it for a short time. ‘Treasure Chest created in first Calm Bounty-type 0 x 
Stop + Aero + Item pe = rooms in Never Land. 
Summon + Summon + Jack. ‘Strike fear in the enemy so they no longer approach. ‘After the start event at Halloween Town. 0 x x 
Simba + Mushu + tem 


Thunder + Attack + Attack 


url the Keyblade and iic lightning damage. 


Treasure Chest in Key to Rewards Room at Never 
Land. 


Bow away enemies in a wie area, infictin damage эл! stunning them. 


After evel 32. 


Thunder Raid 

Tomado Aero + Gravity + Summon 
Warp 

Warpinator 


Sto + Aero + e medie al enemies п ыт. Treasure Chest in Key lo Rewards Roomat went | 0 x x 
(24 

Sop + Gravity + ero mint the closest enemy Net анар successu! = Defeat Riku Replica at goal trance on 8F 0 x x 
Blazing Donald Fie + Donald + Mag Donald abs a Fre spel ase Chest iney lo Rewards Room at Agrabah. | 0 0 0 
Е бок аз he enemy with thei combo. в obtaining he fist magic card forthis mage. | 0 0 0 
| Ferocious Longe | 2 We Beast The Beast charges in a strat ine, sattenng the opposition. Available while this character is in your party. 0 0 = 
Ferocious Lunge | 3 The Bast Te Beast charges па straight ine, crushing the opposition. йене tis characteris in your pary | 0 0 
KE Mushu breathes fre at enemies in a wide ата, п fre damage Mer obtaining the frst magie card таке | 0 0 0 
flare Breath | 3 Mushu Mushu breathes even mor tve at enemes п а wie area, icing fre damage Ater obtaining бени magic card fortis magt. | о | 0 o 
[oy haces |2 Gooty Cooly rushes at enemies, bashing and stunning them with his shield. Default 0 0 0 
Goofy Tomado [30 Gxty ws hs shel around. bashing сете in a de area [77] ° 0 0 
Митт |2 Poter Pan [тч Pan soars around, sting enemies ina mde a raat wile s characte in your алу 0 0 = 
Mamma | 3 Peter Pan | Peter Pan soars around tor an even longer tme, striking enemies in awe area, alae wile ts character isin your pary. 0 0 zm 
(іт) | Bambi Attack + Attack Bambi zigzags around the bate, confusing the егеу. Atter the event with Tigger in 100 Acre Wood o x x 
[73 20тай | Dona doutle casts Fra, Віла, Тобоо Саа. Г о 0 0 
[73 ЕЛ Donal nel css Fraga, Braga, Thundaga rap. [77] 0 0 о | 
От! |30 Cloud эмир» down from theses, tacking enemies а wide area. Ме obtaining the frst magio card ой mage. | O 0 0 

бо + Stop + М Гору down trom the shies, attaching enemies ina vide area Treasure Chest crated in first Calm Baume | 0 0 0 

‘mons in Holo Basin, 

Parade | 28am 2 БЕГЕ Ме obtaining the fost magic card ке magie. | 0 [] ° 
Paradise |3 Bami ambi bounds around and drops HP recovery ens while stunning the enemy Ме obtaining the fest magio cord киб magie. | 0 0 4. 
Proud oar |250 Simba’ roar stuns and deals damage to enemes n frontot in. Ме obtaining the fest magic card forthis magic. | O 0 0 
PudRar [35ine Simba’ ar stuns and deals even more damage o enemies in fot hum Aer obtaining he fist mage card kris mae. | 0 0 0 
нот _ (глави | ain uns around whl swinging hs sword. безше айа нв character s 1n your pty. ° [ 
Sandstorm |3Амйа Nadi runs around for a loge его tme while swing is sword. ‘rable wile this character is in your party 0 0 z | 
Showtime _ [20e Genie randomly casts wo spel chosen frm Gavia, Thundara and Зо. Mer obtaining the frst magio card for this magie. | 0 D 
Showtime _ |3Gme Genie randomly casts tree pes chosen rom ravra Thundara and Soa. Ме obtaining the frst magic card вар | O 0 
бае [2А ‘el whirls back and forth, string many enemies Available wl this character is in your ралу. [] 0 Е 
Salve (Wel el whirls back and forth, sung many enemies for an even longer tine abe wile this character isin our рау ° 0 
ЕТІ unto Duo des enemies over a set tme porod, deaing ce damage Ме obtaining the fest magic cord fortis magic. | 0 0 
Splash 3 Dumbo ‘Dumbo douses enemies п а wide area for a set time penod. dealing ке damage After obtaining the frst magic card for this magic [] 0 
Supe [2% Jack double casts Fra, іга Thundara or Gv Nel еде character isin yr pay. 0 о - 
Supe — ЕТ Jack tiple ass Fraga, Baga, Thundaga or бан. alate wile tis character s in your ралу. 0 0 - 
Twinkle [отав Toler Beli restores Я HP over a sene perd. Mer obtaining he frst пасмо пав | - E 2 
Twinkle [Tere Tinker Beil restores a vey large amount HP over an tended time period. te attaining Ве frst парссаліогі так | - = = 


BUILDING A STRONG DECH 


Of course, the best way to win battles is with a great deck. After fighting a few battles and leveling 
up a bit, start thinking about expanding the deck you start the game with. To modify your deck, 
choose the Review Decks option on the Main Menu screen. You can create up to three decks, but 
for the majority of the game, you'll probably only use one or two of those slots. 


The walkthrough in this guide provides advice on how to customize your deck for optimum results in 
battle, but you should always feel free to experiment and come up with your own strategies. If you 
like to use magic, then build your deck around various magic cards. If you are more of a hack and 
slash person, then pack your deck full of attack cards. 


Here are some general suggestions to keep in mind: 


1. Consider creating a deck for both normal battles and boss battles. Each type requires different strategies and separate decks are easier to 
deal with compared to recreating a deck each time you enter or leave an area with a boss. 


2. Open and buy out at least one Moogle Shop on each floor. If you have the time and patience, open and buy out two. This will provide plenty 


of cards and it will enable you to experiment with different sleights, card combinations, and deck constructions. ШОНЕН 


CASTLE OBLIVION 


3. Dispose of any weak attack cards every four or five floors. The amount of damage caused by attack cards is determined by the Keyblade's 
stats, so it makes sense to replace weaker cards with stronger ones. CHARACTERS 


4. By the time you reach the seventh floor, make sure the value of your cards is around 7 or above. By the time you reach the upper floors, 


you'll want your deck to consist largely of 9 cards, with а certain percentage of zero cards to card break dangerous sleights. AME BASICS 3 


Б. To aid in building а deck, boost Sora's CP (Card Points) twice for every HP Boost. The more CP, the more cards you can use in a deck. 


6. Clearing your deck of cards and starting from scratch is a great way to take stock of your card inventory and try new arrangements. BASIS DRE GH 


7. If you are fond of using sleights, arrange your deck accordingly. Placing the cards needed to create your favorite sleights right by each other vm й 
only makes sense and it prevents you from having to waste time scrolling through the Card Reel searching for the right card. ЕРЕДІ 


8. Tuck zero cards where you think you might need them іп the course of a battle. Put one or two at the start of your deck, then scroll by them 
when the battle starts. When you need one, simply press the R Button and it's at the start of your deck ready to be played. THE CARDS 


9. Always take your healing needs into consideration when creating a deck. Keeping two or three high-numbered Cure cards at the end of a 
deck for boss battles is always helpful. In regular battles, one or two should suffice. Also, don’t forget that healing comes from unusual BESTIARY 
sources, like summon and friend cards! 

10. Lastly, think about ending a deck with a high-numbered item card or two. If you stock a large quantity of attack cards in a deck, go with 
Potions or Hi-Potions to aid in quickly reloading the cards you need the most. If you are a fan of magic cards, use Ether cards instead. 


CASTLE ОВЕПЛОП, 


Шы FIRST FLOOR 


After meeting your host, you receive your first world card. Use the world card on the entrance to the first floor to recreate Traverse Town in the rooms 
of the castle. Where you can go in Traverse Town is determined by the floor's blueprint. Since you can't choose your destination on this floor, this 
section will discuss both the first floor and Traverse Town together. From the second floor to the tenth floor, you get to choose the world you want 
to visit from a list. At that point, the specifics about the floor and the "featured" world will be discussed separately. 


FEATURED WORLD 


To clear Traverse Town and progress to the second floor, you must visit the three 
Map. These rooms are shaded yellow on the World Map and can only be open: e уой гуе а Specific 
Keycard іп your possession. They are called “story” rooms because the storyline each world is played 
out inside during cut-scenes. In Traverse Town, the characters you meet in the story rooms provide а tutorial | $ 
on battle specifics and a little bit of background to the game. In the third story room, you must defeat the 
game's first boss—but more on that a bit later! 


c 
” rooms on the World 


жшше < 


CASTLE OBLIVION < 


бнг BASICS 


FIRST FLOOR Sion Frew 
Мне «т аба 
[IT 
[ITI 

Sam Fu 
Зику Fin 
Een Fir 
Non fien 
Ton Fume 
Bina Fior 
Tourn fium 
Toon Fue 


f SECRETS OF mue 
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©0 00000 


1 don’t know whether to say 
“nica to meet you" or “good 


to zee you again.” 


1 


To Castle 
Oblivion 
Main Hall 


22 


еее)? 


Chest Crate Hutch | Lamppost 


To 
the second floor 


NEW SLEIGHTS 


Blizzara Firaga 

Blizzaga Goofy Charge 

Cura Goofy Tornado 

Curaga Magic 

Fira Proud Roar 
COMMON COMMON COMMON 
BATTLE CARDS MAP CARDS HEARTLESS 


Kingdom Key ‘Tranquil Darkness Guard Armor (boss) 


5 Blizzard 8 Teeming Darkness Blue Rhapsody x 
x 
Feeble Darkness w Shadow 


Sleeping Darkness М Soldier 


Meeting Ground 


AGATA 


Fire 


2u 


Vou need a special 
Heucard to open the 
story rooms. There are 
three main Hes ds: 


The Hey of Beginnings, 


Hey of Guidance, and 
the Hey to Truth. These 
are presented at the 
end of cut-scenes and 
can only be used once. 


Upon entering а story 
room, a cut-scene 
begins. Each world has 
its own tale to tell and 
you can be sure that 
each story will have at 
least one boss to fight. 


the rest of the game. 


The fourth Heycard, 
the Hey to Rewards, is 
randomly won at the 
end of battles from the 
‘seventh Floor to the 
top of the Castle and 

is used to open special 
treasure rooms on 
each Floor. 


The flow of the game established on the first floor rarely changes 
throughout the rest of the game, so use your time in Traverse Town to 
get into some good habits. 


First, it's a good idea to open up all 

of the regular rooms before hitting 
є the story rooms. This enables 
ч you to fight monsters, build ир 

experience, and collect map and 
battle-related cards. You сап 
use any of the map cards in your 


A cool and collected 
swordsman who wields 
а gunblade. His real | possession to open up a new room 
as long as it fulfills the opening 
requirements. As you'll quickly 
learn, some map cards offer a 
safer journey than others. For 
example, the Moment's Reprieve 
card creates a small room with a 
save point and no Heartless. The 
Teeming Darkness card creates 
a large room and is filled with 
aggressive enemies. 


name: Squall Leonhart. 

Leon once fought with 
Sora against the Heartless, but the 
Leon we met in Castle Oblivion is 
a product of Sora's memory, so 
he can't remember much of what 
happened before. 


The Sleeping Darkness card creates a small room 
but it is Filled with Heartless Frozen іп sleep. Vou can 
choose to battle or dodge them. 


However, don't avoid rooms with lots of Heartless. Most of these rooms 
only spawn about an average of five groups of monsters and once 
you've defeated them, you can wander the room safely without fear of 
continued battles. If you need to fight more Heartless to get more map 
cards or more experience points, then you can reset a room by simply 
tapping on the door with Sora's Keyblade and using another map card. 
The only rooms that cannot be reset in this way are the story rooms and 
the "exit" room. 


For safety's зано, stand by the door to the room as 
you defeat each group of Heartless. This makes it 
easy if you need to escape from the room to heal 
any wounds. 


One of the benefits of clearing a room is that it makes it easier to go 
treasure hunting. There are certain items and geographical features in 
each world that expel cards, green HP prizes and red Moogle Point 
prizes. To get the treasure, you must either strike the object with Sora's 
Keyblade or jump on top of it. These Treasure Spots are reset each time 
you leave and re-enter a room. 


In Traverse Town, wooden boxes, skylights, and 
lampposts hide treasure. 


И У || 
< ; THE KEY TO REWARDS | 


Upon reaching the seventh floor, Key to Rewards cards 

join the list of things you get as booty atthe end of a. | 
successful battle. After acquiring one, return to the first floor. | 
and use it to open the Key to Rewards room. Inside you'll find | 
a treasure chest with the special Keyblade, Lionheart, inside. | 
This is a mid-level Keyblade enchanted with the power of fire. | 


After opening up all of the regular rooms, it's time to head to the first 
story room. This is where you meet with old friends and learn some SPECIAL TREASURES IN TRAVERSE TOWN 
“advanced battle tactics.” At the end of the cut-scene, you receive the 


Key of Guidance, which is required to open the second room. Visit the 

second story room and head to the third room with the Key to Truth in When you pick up a Key to Rewards card on the seventh floor or 

hand. The first boss, the Guard Armor, is inside the third story room. higher, return here to Traverse Town to pick up the treasure from the 
special Key to Rewards room: the Lionheart attack card! 


мым З 
CASTLE OBLIVION — 


< 
CHARACTERS 
The Guard Armor is comprised of disjointed pieces of armor. To defeat this boss, you must destroy < 
each piece of armor until all that remains is its head. E 
BANE BASICS 
The best way to defeat the Guard Armor is to prevent him from launching an attack. To do so, << 
constantly press the A Button to attack and card break. The Potion card enables you to reload 
all of your attack cards automatically, making it possible to go two rounds without stopping to ASTE 
recharge your deck NOV 
As you battle the Guard Armor, А 
keep an eye out for special fem han 
trick cards (with the green 
Mickey Mouse logo). This card ex nd 
appears in much the same Foerte foem. 
manner as the friend cards 
and allows you to disrupt the Tarn 
Whether you use single attacks or combos. like battle, causing the Guard Sce fed 
the sleight Sliding attacks 
EM Efe BOP E КСП SESS (most Or Armorto literally fall to pieces. вай 
the time. This card only appears during 
boss fights and provides a bon fuu 
momentary advantage over Won Fuer 
the boss. 
Tori Fam 
When the Guard Armor does connect with an attack, watch out for its wandering feet or fists. After irm бою 
destroying both hands and feet, the Guard Armor starts spinning around the room, trying to cause ee 
damage with its torso. Be very quick with your attacks and hit the Guard Armor once it enters this 
mode. Alternatively, you can use the trick card to stop the Guard Armor in mid-spin. Тканини Fio 
For defeating the Guard Armor, SECRETS OF THE < 
you receive experience prizes ст. < 
and the Guard Armor card. 
This enemy card, when used < 
in battle, extends the range of votre < 
your deck's attack cards for up 
to 30 attacks. < 
The trick card breaks The Guard Armor’s boots BESTIARY 
the Guard Armor into were certainly made < 


pieces, making it a for walking, and they! 
perfect way to disrupt stomp ali ouer you if 
the Guard Ястог'я you erent carefull 
spinning torso attack. 


mmo CASTLE HALLS 


Winning the boss fight in the | 
third story room opens the "exit" 
room. This room contains a save XA 


point and the door into the hall 


leading to the second floor. Save Axel seems to just be 
the game at this point, just to be messing around... but 
safe. This is a common ambush for all we know, he's 
spot of the Organization and done тоге thinking 


there's a high probability that | than everyone else put together. 
you'll run into a bad guy aching 

for a fight as you head to the 

next floor. 


Euen the hallways between the world. 
dangerous! Saue your game in the “exit” room before 
leaving a world just in case an ambush awaits. 


ounter the hooded h 
ise Axel has INSIDE THE 
BOSS'S DECK 


Axel's deck consists of 14 
cards. He has two types of 
„attack cards and performs. 
а single sleight, Fire Wall. 
His "A" attack card attack 
is a combination attack and 
his "B" attack card is a 
boomerang attack with his 
shuriken-like weapons. Fire 
Wall is created when Axel 
Stocks three of the "A" cards. 


line 


т 


His deck is as follows: 
“A” attack cards: 0 (x1); 2 
(х2); З (х1); 4 (х2); 6 (x1) 
"B" attack cards: 1 (х2); 3 
(x2); 4 (x1); 5 (x2) 
No enemy or item cards. 


Captain of the 

Disney Castle Royal 

Knights. He set out 

with Donald after 
the king's disappearance. He 
is cheerful and calm and no 
one is more loyal to the king. 
Goofy and Sora are especially 
good friends, 


Court wizard at Disney 

A Castle who set out 

with Goofy after the 

king's disappearance. 

His short temper sometimes gets 

him into trouble, but he is very 
brave. 


Donald is currently seeking clues 
to what happened to the king after 
he was locked behind the door of 
darkness. 


Once you acquire more world cards, the journey 
continues. Which world awaits you on the second floor 
is entirely up to you... 


For defeating Axel, you get a Fire card and a set of five new world cards. These cards are used to open up 
the next five floors. When you are ready to abandon the first floor, head up the steps. However, leaving a floor 
erases all of the rooms that you've created and cleared already. When you return to that floor, you must open 
and clear the rooms again. This is a great way to gain experience and collect more cards, so don't be afraid 
to revisit old haunts. In addition, each floor has a special Treasure room that requires the rare Key to Rewards 
Keycard, which is only available on the seventh floors and higher! After obtaining your first Key to Rewards 


card, return to Traverse Town and get the treasure inside! 


Ay OAS ANA 


ЖҰТА 


IN| А ААА 


А 


ге 


4 / CASTLE OBLIDIOn, 
ШЫ SECOND FLOOR 


WORLD OPTIONS, SS [COMMON 
SECOND FLOOR | МАР, CARDS 


Agrabah 3 M Strong Initiative 


4.4 Olympus Coliseum ©) Lasting Daze 
2 | 


Wonderland | Calm Bounty 


Monstro Moogle Room 


ж 


Halloween Town 


FEATURED WORLD 


Welcome to Agrabah! Here you must help Aladdin defeat the evil Jafar and win the heart of the princess, 
Jasmine. Along the way you must defeat hordes of scimitar-wielding Bandits and other Heartless, while: 
gaining experience and picking up new, useful cards. The streets of Agrabah are narrow and winding, but with 
Aladdin, Goofy and Donald on your side, things shouldn't be too difficult. 
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CONSERVING MAP CARDS 


Agrabah's story is pretty straightforward, making it an excellent choice 
for the first world after Traverse Town. If you've seen the movie Aladdin 
or played the original Kingdom Hearts game, then it shouldn't come as 
a surprise when you have to help Aladdin take on the evil Jafar in the 
third story room. However, before you fight the boss, spend some time 
leveling up and adding to your card deck! 


AGRABAH'S SPECIAL TREASURE SPOT 


Agrabah is full of new Heartless that are unique to Agrabah. The Bandit 
wields a large scimitar and has a much longer reach than the standard 
Shadow. The Fat Bandit is a type of Heartless that you'll see over 
and over again in the game. Because of its large belly, it doesn't take 
damage from the front. To inflict damage, Dodge Roll past this creature 
and get a few attacks in on its backside before it turns around. Blizzard- 
based attacks also work well on this portly foe. 


Also, watch out for Barrel Spiders masquerading as harmless, treasure- 
spewing barrels. If you smack one with Sora's Keyblade, it comes to life 
and attacks! These monsters are fierce competitors, preferring to blow 
themselves up rather than face defeat. 


NEW MAP CARDS! 


The Fat Bandit is just 
one of a family oF 
Heartless that are 
inuutnerable to frontal 
attacks. To counteract 
their defenses, dodge 
behind them ond slash 
them in the back! 


Taking on Barrel 
Spiders is ә good 

way ta level up once 
you've defeated all the 
Heartless on ә floor. 


While exploring the area, be on the lookout for the Three Wishes 
Keyblade. Agrabah is the home of this new attack card. Note that after 
you've obtained your first Three Wishes card, you can pick up more at 
Moogle Shops anywhere in the game. If you don't want to spend any 
money on the cards, look for more in the Treasure Spots of Agrabah. 


аог/оогв 
Three Wishes 


Obtained in Agrabah. 
Fairly strong with a 
fast swing. 


РС Y 


After acquiring a new card, whether it's From a 
treasure chest, Treasure Spot or enemy, you can Find 
them almost anywhere you go. The only exceptions 
аге the Heyblades that are unique to a specific world, 
like the Three Wishes card. IF you want more, search 
the Treasure Spots in thet world or purchase them 
from a Moogle Shop. 


Naturally, Aladdin joins the party 
as a third friend (along with Goofy 
and Donald) in Agrabah. When 
you summon him with one of 
the Aladdin cards that pop up 
in battle, he shadows Sora while 
he runs around the battlefield, 
swinging his sword at the enemy. 


Explore Agrabah to its fullest, then 
head for the story rooms. Watch 
out for a small battle at the end 
of the Key of Guidance cut-scene. 
Win this fight to acquire your first 
precious Ether card. Ether works 
ike the Potion card except that it 
recycles magic cards instead of 
attack cards. If you create a deck 
filled mostly with magic cards, 
then replace the Potion card with 
an Ether card, 


Don't worry about 
falling into the tava, 
since you can't! Use the 
mouing levels to stay 


out of harm's way. 


Jafar is NOT the target 
in this battle! По attack, 
whether it’s physical 

ar magical, will do any 
damage! Instead, look 
for lago Flying overhead 
and defeat him to shrink 
Jafar back doum to size. 


A young man who 
д lives іп Agrabah and 
{ | dreams of meeting 
Princess Jasmine 
Aladdin became Genie's master 
when he found the magic lamp. 
At first Aladdin 
become a prince and impress 
Jasmine, but in the end he gave 
Genie his freedom and decided 
to show Jasmine his true self. 


wanted to 


WELCOME TO 
CASTLE OBLIVION 


Aladdin can be a great asset in battle, especially when 
fighting a Field Full of Fat Bandits! 
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The Ether card is ә welcome addition to decks made 


up mostly of magic cards. To get one, simply defend 
Jasmine from the Heartless! 
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DECK STRATEGIES 
тики Fior 
Defeating Jafar doesn't 
require much beyond a default 
deck of cards. If you want to 
change things around, do the 
following: Take out any magic 
cards and replace them with 
attack cards. This lone foe's 
mode of transportation is such 
that you can’t successfully 
aim a simple Blizzard attack. 
Simba, which is a must against 
groups of enemies, isn’t really 
necessary against single 
enemy battles like this. Retain 
your Cure and Potion cards 
since they'll come in handy 

in the heat of battle. If you 
have space remaining, add the 
Buard Armor enemy card to 
your deck to give your attacks 
extra distance. 


Turren Foon 
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A sorcerer and A cunning and 
Agrabah's royal М- | chatty parrot. lago 
| vizier. Jafar stole flies about Agrabah, 
the magic lamp serving as the evil 

from Aladdin and, with Jafar's eyes and ears. 


Genie's power, schemed to 
become ruler of Agrabah. 


FARE 


Howeve g lago isn't all that 


First, select 


t within fi 


Don't for 
job is to 
h attack с 


middie or hight 
consecutive hits at a time. 


Use the mouing platforms to your aduantage by 


putting them between you and Jafar's attacks: 


INTO THE CASTLE HALLS, BETWEEN THE SECOND AND THIRD FLOORS 


Fortunately, nothing much happens in the hallway on the way from the second floor to the third floor. Sora and 
СЕГИЕ his pals try to determine how the castle is affecting their memories and an enigmatic character is introduced. 
Time to move on to the challenges of the third floor! f 


All-powerful but captive 

of the magic lamp, 

Genie must grant 

the lamp's holder 
three wishes. He longs for часом < 
freedom but can only get it if CASTLE OBLIVION < 
someone uses a wish to set 


him 
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GAME BASICS 


CASTLE OBLIVION 


First Foor 
Тнао Froon 
Fourm FLOOR 


Л 


Екипи Foon 


Nom Fun. 


ІШІ 


ОЛ 


Trirm Fior 


ШІПШІЛІІ 


SECRETS OF THE 
GAME 


THE CARDS 


BESTIARY 


UB THIRD FLOOR 


The third floor’s floorplan provides a little more room to play around 
in. With 10 rooms, you'll have an opportunity to try out more types of 
map cards and defeat more Heartless. For this floor, the default choice 
of Olympus Coliseum was used. The size of the floor makes it a good 
choice for worlds like this that feature two boss battles. Keep this in 
mind when you choose a world to recreate on this floor. 


WORLD OPTIONS, 7 EEE 


[THIRD FLOOR | 
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FEATURED WORLD 


In Olympus Coliseum, Sora and his pals find themselves involved in a contest to battle the champion Hercules. 
Their competitor is none other than that spiky-haired hero from Final Fantasy VII, Cloud! The goals in this 
World are to prevent Cloud from winning the contest and Hades from taking his revenge against the noble 


Hercules. 
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To the second floor 


imple map of Olympus Coliseum that was created 
using all Sleeping Darkn While the rooms you create 
won't look the same as the ones here, the special door requirements 


and the layout of the floorplan are identical. 


SPECIAL TREASURES IN OLYMPUS COLISEUM 
First things first: When you open a Calm Bounty room in the Coliseum, 
you learn the helpful sleight Blizzard Raid. 


Next, when you return to Olympus Coliseum with a Key to Rewards card, 
you can open the hidden room to get the Metal Chocobo attack card. 
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Blizzard Raid | 2 
Cross-slash 


Ümnislash 


highly protected fronts. Attack from the rear to take them down. In addition 


я to the “normal” troops, expect to encounter the monkey-like Bouncywilds and 
THE DEAL WITH ENEMY CARDS 


Powerwilds. These creatures are tough and the Bouncywilds throw banana peels 
in addition to their standard bullets. 


Unlike other worlds, no companion 
joins your party of friends while in 
Olympus Coliseum. However, you'll 
have Simba and Genie cards (if you 
completed Agrabah) if you choose 
to stock them. Sometimes using a 
summon magic card is just as good 
as calling upon your friends. 


Olympus Coliseum is like any other 
classically themed environment. 
Columns line the streets and 
friezes of flexing gladiators 
decorate the walls. Watch out for 
Barrel Spiders hiding amongst 
the barrels! 


Donald and Goofy are the only friends you can actually summon while 
fighting through Olympus Coliseum, but stocking the Genie magic card 
is almost as good! 


KEYBLADE HUNTING IN OLYMPUS 


banana peels that 
litter the floor when 
fighting the Powerwilds 
and Bouncywilds! Trip 
оп one and Sora will 
fall Flat on his back, 

or at least get mildly 
stunned. 


The Heartless in Olympus Coliseum 
consist of familiar faces and new 
foes. The Blue Rhapsody appears 
again and а new common enemy is 
introduced, the Large Body. Large 
Body troops are similar to the Fat 
Bandits in Agrabah in that they have 


gres ышын of high-numbered cards in 

me pretty powerful таа Success comes from 

while [ч his attacks. At this 

m! leights and basic combo 

values are based upon the sum 

to жəне i г-піпі егей. cards safely and 
twill card ki them. 


DECK STRATEGIE 


Again, at this point in 
the game, unless you've 
invested a lot of time 
and Moogle Points at 
the Moogle Shops, your 
deck is likely to Бе 
very similar to the one 
you started the game 
with. Ultimately, you 
should start replacing 
low numbered cards 
with cards in the 8-9 or 
zero range. These high 
numbered cards enable 
you to card break the 
enemy's attacks more 


Adding to the с 
this battle is the 
ange of Cloud’ 
in comparison to Sora's 

Watch out for Cloud's 

special attacks, since 

they can connect from 
s the Field. 


nger оғ 
attack 
sword 


jour own ¢ 


Defeat 


Cloud to r 


urvived his wrath, you 
eC Cloud magic card 


INSIDE THE BOSS'S DECK 
Cloud has three types of attacks and two sleights. The "А" and "B" attack cards cause 


Cloud to perform different slash attacks. When Cloud uses either an “А” or "B" card while 


Batti Era tores dou he's in the air, he performs a jump and slash attack. Cloud's sleight Cross-slash occurs 


әй of Cloud's powerful 
attacks will be yours to 
command. OF course, you 
haue to defeat him (and 

later Hades), First! 


when Cloud stocks 3 “В” cards. Omnislash appears when Cloud combines a "B" card + 
“A” card + "В" card. 
Cloud's deck is comprised of the following cards: 
“А” attack cards: 0 (x1); 1 (x1); 2 (x2); З (x2); 4 (x2); 5 (1); 6 (x1); 7 (x1); 8 (x1) 
“B” attack cards: 0 (x1); 1 (x1); 2 (x2); 3 (х2); 4 (x2); 5 (x1); 6 (x1); 7 (x1); 8 (x1) 
Hi-Potion: 7 (x1) 


efficiently and make your 
own attacks less likely to | 
be cardbroken. 


cards. 
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Before you lea e final story room, you and opening a Moogle 
Shop. Hades is a tough 
hoss to defeat, so 
make sure your deck 
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(6-zero) to card break n 
his fiery attacks. Also, men 
stock at least two Cure unm Fon 
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Баглаа дани р the damage that he iN 
eye on Soca's health causes. 
opportu Seven Ри 
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INSIDE THE BOSS'S DECK и 
Hades has three attacks and two sleights. The first, a flamethrower, is triggered бу his blue "A" attack card. His second attack, a fire 
shot, is triggered when he uses a red "B" attack card. His final normal attack, a fiery claw, happens when he uses either an “А” or "B" ete 
card, while he's colored red from his Temper Flare attack. And speaking of Hades’ first sleight, Temper Flare is caused by combining тити Froo 
three "А" cards. His second, Firagaball, occurs when he stocks a “В” card + "A" card "B" card while he's red, | р 
ү E нЕ < 
Hades’ deck is as follows: А Ж 
“AY attack cards: 0 (x1); 1 (x1); 2 (x1); З (x2); 4 (x2); 5 (х2); Б (x2); 7 (x1); 8 (x1) м І 
B" attack cards: 1 (x1); 2 (x1); З (x2); 4 (x2); 5 (x2); 6 (x2); 7 (x1); 8 (x1), 8 (x1) ы en < 
Elixir: 0 (x1), 4 (x1) PN 
Hades and Red Nocturne enemy cards 
< 
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INTO THE CASTLE HALLS, BETWEEN 


THE IRD AND FOURTH FLOOR 


Once again, the hallway between the floors is quiet as Sora and his 
Son of the gods Zeus | friends check the state of their memories and the Organization plots in 


A swordsman hired 


by Hades to take out ЗУ and Hera, but not a the depths of the castle. 
Hercules. Cloud seeks | | % | god himself. With 
the true memories he godlike strength and 

has lost, Were they memories of | | a gentle heart, Hercules is a true 

someone dear to him, or memories hero. He has never lost at the 


of his own hazy past? Coliseum games. 


The fourth floor grows by a room and has bigger door requirements. 
Otherwise, the differences between this floor and the others you've explored 
are minimal. 


This walkthrough follows the default world, Wonderland. Wonderland's story 
is similar to Agrabah in that you have a minor battle to win in one of the 
story rooms before you can take on the main boss in the final Key to Truth 
room. Unlike Olympus Coliseum, not much deck development is required 
to clear this world, making it a pleasant place to visit and level up before 
undertaking the challenges of Monstro and Halloween Town. 


FEATURED WORLD 


All is not right in the world of Wonderland! The Queen is in. 
memories! The natural culprit—in her mind, anyway—is Ali 
the memory thief! 
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MOOGLE ROOMS 


By now you should have acquired a Moogle Room map card at the 
end of a battle. When you use these cards to open a door, a Moogle 
Shop appears. Moogle Shops are places where you can buy new 
cards and/or sell off old ones. You can open as many shops as you 
like on a floor, but it's a good idea to buy the moogles out of card 
packs before you leave. 


Moogles sell packs of five cards. You can buy sets of attack cards, 


magic carts, item cards, or packs that contains a mix from all three categories. When you visit a newly-opened Moogle Shop, you receive a free pack 
of cards. To buy more, sell off your old, unwanted cards or gather lots of the Moogle Point drops from the Treasure Spots. 


Since the price of card packs is fairly cheap at this stage of the game, it's a good idea to get as many high numbered cards in your deck as possible, 


The prices go up (way up!) once you hit the seventh floor! 


WONDERLAND'S SPECIAL TREASURE SPOT 


Wonderland has. 
ап unusual and 
rare Treasure 
Spot that only 
appears when 
you open large 
rooms with cards 
like Teeming 
Darkness. The giant tree cannot be triggered with a flick 

of Sora's Keyblade and it's too tall for Sora to jump on top. 
Instead, find a platform high enough to jump over to the top. 
of the tree. Act quickly upon triggering the prizes, because 
they come out from the bottom of the tree! 


Wonderland is like a big garden, so it should come as no surprise that the 
new monsters you encounter here are flower-themed. The Crescendos 
flit about and are rather tough. The Creeper Plants have long roots that 
can trip up Sora, plus they can spit seeds if you get too close. In battle, 
take out the Creeper Plants first, then concentrate on the rest of the 
Heartless 


The Creeper Plant has two means of attaci 
and its seeds. They may be stationary monsters, but 


their reach is longer than you may expect. 


A curious girl who fell 
down the rabbit hole 
into Wonderland. Alice 
was falsely accused 
of stealing the Queen of Hearts's 
memory and put on trial, but we 
intervened and helped her clear 
her name. 


zi 


A selfish ruler who 
commands an army 
of card soldiers 
A Heartless stole 

the Queen's memory, but she 

accused Alice and put her on 
trial 


As you open and explore the rooms of Wonderland, make sure you trigger 
all Treasure Spots until you get the Lady Luck card. This is Wonderland's 
unique Keyblade; you'll want to find at least one before moving on to 


the next level 


The number of flowers scattered around Wonderland 
makes it easy to find the Lady Luck attack card. 


The Card Soldiers battle is on 
the same difficulty level as any 
of the generic Heartless battles 
you've fought on the way to 
the Key of Beginnings room. 
Prepare to face two waves of 
soldiers. They'll try to gang up 
on Sora but they don't have 
any powerful comho attacks, 
so fight them off in normal 
fashion. 


The Trichn 

on two ba: 

one attack, he crosses 
his flaming sticks and 
shoots a fireball. The 
second attack has him 
slamming the sticks 

down on the floor causing 
a minor shockwave. It’s 
possible to dodge or card 
break both attacks. 


This battle isn't that 
difficult. Using the Simba 
card enables you to 
inflict damage on the 
entire group. provided 
they're standing in front 
of Simba when he roars. 


with 


the Trichmaster bends 
his vulnerable 


DECK STRATEGIES 


Now is the time to start thinking about strategies for defeating 
groups of enemies. One of the better approaches is the Simba 
deck, which revolves around the use of the Simba card. At 

this point, you probably only have a few of these cards in your 
inventory (unless you've visited the Moogle Shops) but that's a 
start. The concept here is to place three or more Simba cards 
at the start of your deck and use them to inflict damage on the 
enemies in front of Sora. Three Simba cards in а row (not in a 
combo) should inflict enough damage to take out the first wave 
of enemies. If it doesn’t do the trick, finish them with a stroke of 
Sora's Keyblade. As the game progresses and you pick up more 
cards and learn more sleights, combine the power of the Simba 
card and its basic sleight, Proud Roar, with other long-range 
sleights to create even more mayhem. 


Additionally, you can 

defeat the Trickmaster 

by using the trick card. 

This plops a 

set in the 

battlefield, pi 

Trickmaster in place and 
ing a higher perch 

from which to attack. 


DECK STRATEGIES 


Since there is only one enemy in 
this battle, take out any Simba 
cards (if there are any in your 
deck) and replace them with high- 
numbered attack cards. Since 

the Trickmaster uses fire in his 
attacks, consider adding more 
Cure cards or stock the ones you 
have when using them in battle. 


The Trickmaster is an interesting boss. This memory thief is little more than a spindly circus performer who attacks 
with flaming juggling sticks. You cannot extinguish the fire, but you can easily card break the Trickmaster's two basic 
attacks. This boss’s gangly limbs prevent him from mounting consecutive attacks or even attacking on a frequent 


hasis. 


Ultimately, this battle is easy to win as long as you have a decent deck. If you've been purchasing cards from the 
Moogle Shops, most of your attack cards should be at level 7 or higher. This should enable you to break almost any 
attack the Trickmaster mounts while defending your attacks from his cards. If you get too close to his flaming sticks 
and take too much damage, step back and heal before diving back into the fray. Defeating the Trickmaster nets you 


the Trickmaster enemy card. 


INTO THE CASTLE HALLS, BETWEEN THE FOURTH AND FIFTH FLOORS 


Once again, the action between floors is non-existent. Don't get used to it! Things are going to star 


eating up very soon.. 
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FEATURED WORLD 


In Monstro, Sora's traveling mate Jiminy Cricket is reunited with his old pals 
beloved characters join in a fight to leave the belly of the whale. However, just 


top! 


Agrabah 


Olympus Coliseum 


Wonderland 


Мопзіго 


Halloween Town 


to secure the party's release. You'll need to defeat wave after wave of Heartless NU 


E | Strong Initiative 


Lasting Daze 
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SPECIAL TREASURES IN MONSTRO 
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To the fourth floor 
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Barrel Big Blue Big Pink Small Blue 
ing ing Thing 
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ITASAISIITASAIAIT 


To the sixth floor 


та y 
LARGE ROOMS VS SMALL ROOMS 
$ You've should know by now how the different map cards 


work. Some create normal sized rooms, while others create 
rooms that are unusually small or unusually large. While it may seem. 
easier to create only small rooms, keep the following in mind. The 
size of the room largely dictates the number and type of Treasure 
Spots that appear. If you are trying to collect Moogle Points to buy 
lots of card packs at a Moogle Shop, you'll want rooms with lots of 
different Treasure Spots. Consider placing Moogle Rooms near larger 
rooms made with cards like Teeming Darkness and Strong Initiative. 
By following this technique, you won't have to run too far away to. 
get the precious Moogle Point prizes needed to huy those cards! 


NEW 
BATTLE CARDS 


й CASTLE 
Tranquil Darkness OBLIVION 


Бәй Floor 


Teeming Darkness 


Secono Риоя 
Feeble Darkness Тиш Floor 


ТІГІП 


Sleeping Darkness 
Fir Fame 


АЛТ 


Barrel Spider Premium Room 


Sto Fioor 


White Room [D 


Мин Ров 


Green Requiem 


Black Room ШАШ 
Eom Рои 
Martial Waking 


ШТ 


ШТІ 
Sorcerous Waking 


SECRETS OF THE 
Alchemic Waking 


Meeting Ground THE CARDS 


Stagnant Space 


BESTIARY 


Strong Initiative 


NEW SLEIGHTS 


Fire Raid 
‘Aqua Splash 


Splash 


This world takes place within the 
belly of the giant whale Monstro. The 
Treasure Spots here resemble jello 
molds and pink membranes, but the 
Heartless are all creatures you meet 


A wooden puppet 
Geppetto ^ made, 
brought to life by 
the Blue Fairy. To 
become a real boy, Pinocchio 


on land. The new Heartless include 
the swift and acrobatic Tornado Steps 
and the spooky Search Ghosts. The 
Search Ghosts have the ability to 
warp around the battlefield, putting 
them out of reach when you want to 
attack and popping up from behind 
when you want to escape. 


Hs you fight to the 
story rooms, keep 
hitting and jumping on 
the world’s Treasure 
Spots until you get 
the Wishing Star 
attach card, which 

is monstro's unique 
Heyblade. 


Entire herds of Tornado 
Steps can spell trouble. 


Take them out using 
cards that have large 
fields of effect, like the 
Simba card. However, 
dont be surprised if the 
Tornado Steps get out 
of the way before the 
attack can connect. 


has to learn bravery, kindness, 
and honesty. He and Geppetto 
were swallowed by Monstro, 
but they escaped with a little 
help from us. 


DECK STRATEGIES. 


The Parasite Cage requires. 
a deck that has mid- to 
high-level cards. If you 
are comfortable with using 
magic and have enough 
cards in your deck, cast. 
spell combos on this boss. 
امور ر ن‎ ы م یک‎ | Ifyou prefer melee battle, 
period of time. then stock your deck with 
attack cards. Of course, two 
or three Cure cards area 
must and perhaps a Potion 
or Ether. 


inywhere on the wheel 
off the platform and 
jose and the Parasite 


ite Cage's spit The body stam attack 

attack is gross эта comes into play about 

deadly! halfway across the 
battlefield from the 
Parasite Cage. Watch for 
it if you are trying to 
heal or cast spells from 
that point. 


Hs long as you are 
successfully attaching 
the Parasite Cage, 

you are safe from the 
effects of the acid. 
However. if you get 
card broken or hit with 
an attack, expect to be 
knocked back into the 
drink! 


run out. If yo 


al and 


nce the gauge is Full, 
= time to finish off t 
ining Shadows and 
makes it tough to wade 
with Sora's Heyblade 
and attack ә group of 
monsters. Using а Simba 


А gentle and earnest 
clockmaker who carved 
Pinocchio from a block 
of wood. Geppetto was 
swallowed by Monstro, boat and all, 
while searching for Pinocchio. The 
two were reunited inside the giant 
whale and escaped with our help. 


т 


Nothing exciting happens in the hallway between floors. However, the end of Larxene and Ахе/5 conversation should key you in to what lies ahead. 


Е CASTLE HALLS, BETWEEN THE FIFTH AND SIXTH FLOORS 


DECK STRATEGIES 


In the Wonderland area, the 
creation of the Simba deck 
approach was discussed. 
The suggestions given there 
apply equally to this battle. 
To defeat the greatest 
number of Heartless at 
once, you need а card or 
attack that has a large 
range of effect. The Simba 
card inflicts damage on any 
enemy standing or floating 
in front of Sora. Put as many 
of these cards at the start 
of your deck (no card lower 
than a 6) and use them one 
at a time. Don't use them in 
combos because you'll need 
all of them when you reload 
your deck. Any unfilled slots 
should be filled with the 
cards of your choice to mop 
up any remaining Heartless. 
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The sixth floor has 13 rooms and the story rooms quite spread out, [WORLD OPTIONS, \ [COMMON S 
meaning it will take some hard work to get them. Not that it shouldbe LSIXTH FLOOR  — ^ |BATTLE CARDS 4 
а problem at this point in the game. For this part of the walkthrough, 
the default world, Halloween Town, was chosen. Taken straight from 
Tim Burton's film The Nightmare Before Christmas, this world seems 
the perfect environment for Heartless and features some of the coolest IUE UI Ды O raed MT NE 

| NEW SLEIGHTS 5 


Treasure Spots in the game. 


FEATURED WORLD , 


Halloween Town is a dark and gloomy place, filled with tombs, pumpk 
task here is to help good ol’ Jack Skellington with an infestation of 1 
Normally, Jack loves to have monsters in his town but these creatures 
of just scaring them, so they've got to go! 5 
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SPECIAL TREASURES IN HALLOWEEN TOWN 


Once again, sleights reign supreme. In the first Calm Bounty room you 
open you'll learn the sleight, Gifted Miracle. Later on, return to the Key 
of Rewards room to learn Gravity Raid. 


7 a ў 
STRONG INITIATIVE AND LASTING DAZE 


If you're feeling a bit overwhelmed by the Heartless in a 
new world, consider using the green cards Strong Initiative 
and Lasting Daze. These cards provide an advantage when you 
instigate a battle in their rooms. When you strike first in Strong. 
Initiative rooms, the first wave of enemies are stunned and they 
‘sustain damage equal to about three-quarters of their HP. 


Lasting Daze's effect is more subtle. In battles started in 

these rooms, all waves of Heartless arrive in a stunned state. 
If you avoid hitting the newly arrived monsters, you can set up | 
sleights and attack combos during this short period of peace. | 


MAP INFORMATION! 


To the seventh floor 
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HALLOWEEN TOWN’S MANY TREASURE SPOTS 


Halloween Town is one of only two 
worlds in the first group of world 
cards that offers a third companion 
(along with Donald and Goofy) to 
summon in battle. Agrabah had 
Aladdin and Halloween Town has 
Jack Skellington. Jack brings with 
him two sleights, the standard 
multi-card attack Surprise!, and 
the unusual Terror. If you have a 
couple of summon cards in your 
deck, use this attack when you 
get a Jack card in battle. 


Stock two summon 
cords Піне Simba) and 
one Jack card to use 
Terror, ә sleight that 
unleashes a horde of 
ghosts on all enemies 
on the battlefield. This 
sleight can also be cast 
outside of Halloween 
Town using а Simba 
саға, Mushu card, and 
any item card. 


Destroying the dice causes the fence to retract a 


bit. Once the Fence is fully retracted, jump onto the 


stage and attack Oogie Boogie. Using the trick card 


immediately lowers the fence, allowing you to attack 


vay. 


While moving through Halloween Town, prepare to run into the Heartless 
besieging this world. In keeping with the Halloween theme, most of 
them are the stuff nightmares are made of. The Search Ghost appeared 
in Monstro, but the Wight Knights and Gargoyles are new to the scene. 
Gargoyles fly about the battlefield, pelting their opponents with fireballs 
or attacking them with claws and wings (which attack they use depends 
on how close Sora is to them). The Wight Knights have long arms that 
they use in a windmill attack to inflict multiple hits. 


Two new opponents, two new attacks. The Gergoyle’s 
fireballs are easily dodged if you see them coming 

ad of time. The Wight Hnight's windmill attack, 
however, stuns Sora, leaving him unable to recover in 
time to escape the rest of the hits. 


Helloween Town's 
unique Heyblade із the 
Pumpkinhead. This attack 
card has average stats, 
but it boasts the best 
recovery and CP cost 
scores to date. H high 
recovery stat means 
that Sora recovers 
quickly when his attack 
is card broken. 


DECK STRATEGIES 


For this battle, it's best to 
just go with a simple attack 
card deck. Stock your 

deck with your best high- 
numbered attack cards, a 
few Cure cards and a Potion 
or Hi-Potion card. 


yo | are knocked off 


where | 


mm 


Halloween Town's master A villain who is always Dr. Finkelstein's helper The mad scientist of 

of the macabre. Jack is plotting against Jack. 1 at the lab. He created Halloween Town. Нез 

always looking for new Oogie Boogie stole her from various odds always immersed in 

ways to bring the spooks Dr. Finkelstein's potion and ends. Sally is his odd experiments. 

and shivers of Halloween to all. thinking it would make him stronger, | | secretly in love with Jack. This time Dr. Finkelstein came 
but it drove him mad with fear up with а potion to restore true 

instead. memories, only to have it guzzled 

by Oogie Boogie. 


INTO THE CASTLE HALLS, BETWEEN THE SIXTH AND SEVENTH FLOORS. 


You've run out of world cards, so when you step into the hallway between floors, you can pretty much guarantee that you'll run into one of the 
members of the mysterious Organization. Larxene is the one you meet on your way to the seventh floor and she's got some interesting things to 
think about, after you recover from fighting her. 


АЕ Е 


Larxene's specialty is lightning. When she puts together a Lightning Bolt combo, prepare to card 
break it with a zero card. The.rest of the time, prepare to either chase her down to attack her or 
dodge or card break her “normal” attacks. DECK STRATEGIES 
The best time to attack Larxene at full force is when she is recharging her attack. If you can pin Hopefully, you haven't 
her in a corner, you can unleash a steady stream of hits. changed your deck since the 
Oogie Boogie boss fight. This 
Defeat Larxene to get your first Thunder card. Larxene also hands over your next set of world battle requires that you card 
cards, Run up to the seventh floor and see what you received! break attacks (make sure 
you have some zero cards 
‘on hand), while getting in 
enough consecutive attacks 
to harm Larxene. 


Watch out for Larnene'’s It hardly seems fair to 
Thundara attack (blue kick Larene when she's 
card) or her lightning defenseless, but this 
bullets (red card). Both is your best chance of 
this sustai attacks are difficult to connecting with multiple 
can n E й dodge. nits: 
bit stunned at the end. 


INSIDE THE BOSS'S DECK 


Larxene has three different attack cards which trigger three different attacks. The “А” ca 
"B" card triggers her leth nives attack, The "C" card is responsible for he 
she stocks an "А" card + 2 "C" | , as that signals the approach of her Lightning Bi 


Her deck is as follows: 
“А” attack cards: 0 (x1); 1 (х1); 2 (x1); З (x1); 4 (x1); 5 (х1); 6 (x1); 7 (x1); 8 (x1); 9 (x1) 
“B” attack cards: 0 (x1); 1 (х1); 2 (1): 3 (x1); 4 (х1); 5 (х1); 6 (x1); 7 (x1); 8 (х1); 9 (x) 
` "E" attack cards: 0 (x1); 1 (x1); 2 (1); 3 (x1); 4 (x1); 5 (x1); В (%1); 7 (х1); 8 (x1); 9 (x) 
Elixir: 2 (x1); 6 (x1) 
enemy card: Yellow Opera 
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Before you climb the staircase to the seventh floor, Larxene hands over WORLD OPTIONS, COMMON 


another set of world cards. This time you have four worlds from which | SEVENTH FLOOR (ТТЕ CARDS 
to choose over the next four floors. The world cards you receive are | 
Atlantica from The Little Mermaid, Hollow Bastion, Never Land from Peter Ф 
Рап, and the Hundred Acre Wood from the Winnie the Pooh stories. 
| COMMON 


As always, it's entirely the player's choice as to which world to visit on | BATTLE CARDS 


each floor, For this section, the walkthrough is structured around the 
default world for each floor, starting with Atlantica. 


FEATURED WORLD 


All is not right in Atlantica. The Princess Ariel is acting strangely and king Triton is missing his trident. Are 
the two events connected or is it just coincidence? Put your detective skills to work to solve this underwater ( 
dilemma, 
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MAP INFORMATION! 


У“ This sample map of Atlantic: 
" — Making cards. While the rooms you create probabi 

the same as the ones here, the special door requirements and the 
layout of the floorplan are identical. 


Clam Coral Large Rock | 
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SPECIAL TREASURES IN ATLANTICA pem ыы 
Quake Б Sea Neon 

You get two treasures from the Calm Bounty type rooms this time 

around: the sleights Shock Impact and Homing Blizzara. You can use Shock Impact B ma 


Calm Bounty, Guarded Trove or False Bounty cards to open the two 
rooms needed to get both of these sleights. In the Key to Rewards room, 
you'll learn a third sleight, Quake. 


Spiral Wave 
1 || Ursula (boss) 


Atlantica is the first and only underwater environment (Monstro doesn't 
count!) and it features unique underwater Heartless that you won't see 
anywhere else in the game. Even the basic Heartless icon is different 
here! Collect all of the enemy cards before leaving, unless you have a 


desire to return later. 


Instead of Shadows, Atlantica features Sea Neons as 
the primary Heartless enemy. Youll get used to the 
new sprite quickly. 


Because you are in the middle floors of the castle, normal battles 
are harder, longer, and more dangerous. The enemies are quick and 
smarter, too. You may notice that many of them can dodge sleights and 
long-range cards like Simba. 


There is 2 good 

chance that when you 
use something like 

the Simba card, the 
enemies—especially the 
Screwdrivers, Search 
Ghosts, and Darkbalis— 
will duck behind Sora 
at the last moment, 
putting themselves out 
of the attack's range. 


Getting caught in 

the midst of these 
Heartless isn't а good 
idea. The Screwdrivers 


are swift and can 
inflict a lot of damage 
with their spears. 
Aquatanks, while slow 
and ungainly, are very 
dangerous when they 
let loose with their 


Thunder-based attacks. 
Until you get used 

to the Пош of battie 
here in the deep, don't 
take your eyes off 

the Heartless, even to 
scroll between cards! 


Ariel gladly helps out in battle whenever you visit 


Atlantica. 


И У 
THE CORAL SPIRES OF ATLANTICA 


h The most common 


Treasure Spot in 
Atlantica is one that 
you can only trigger by 
jumping down onto it. These 
Treasure Spots are the 
coral spires that you find 


all over the place. They are too tall for Sora to jump on and hitting 
them with a Keyblade does nothing. If you jump on top of one from. 
a higher platform, however, prizes come flying out. Give it a try! 


The daughter of king 

t? Triton who longs 
` [to see the outside 
world. Worried by 
Flounder's disappearance, Ariel 
was cajoled by Ursula into 
forking over the king's trident. 
We helped Ariel save Flounder 
and recover the trident, and she 
resolved to tell her father the 


re 


A young fish. He's 
Ж | notexactly brave but 
Flounder is Ariel's 


most loyal friend. 
Ursula kidnapped Flounder as 
part of her plan to trick Ariel 
and steal the trident. 


To help you in these battles, look for the Crabclaw attack card in the | truth. 
Treasure Spots. This Keyblade is a slightly better class than the ones 
encountered previously and will come in handy in battle. In addition, 
Ariel joins the party once you offer to help her in the Key of Guidance 
story room. Her attack is the swimming version of Goofy's dash attack. 


DECK STRATEGIES 


hunder breath. | Come prepared to heal in this 

battle! Have at least two high- 
Ursula's thunder breath bered б dsi 
attack is quite powerful. а илиг оте ES уН 
It's ә good thing that she 0 \Ithough they re te aft e. _ deck. A deck with lots of attack 
rarely uses it! 5 M 

cards is also recommended. 

Once again, this is a battle 

in which you must destroy a 

barrier before you can inflict 

damage on the boss. Fighting 

with attack cards, as opposed 

to magic cards, provides more 

flexibility when fighting Ursula. 
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access to Ursula's weak spot—her face! 


Firm Ро 
INTO THE CASTLE HALLS, BETWEEN THE SEVENTH AND EIGHTH FLOORS BARA 


Stop and save your game before entering the hallway between the seventh and eighth floors. A battle ensues when you run into one of Sora's best 


friends, Riku—but Riku is acting a bit strangely. He's not at all happy to see Sora. etn Fion 


Нит Fuson 
ШАД 


ШИИТ 


INSIDE THE 
0555 DECK 


Tuum nam 
His mos Tunes Fun. 


s actually th 


Опсе stunned by Riku's Vou can pin down Riku 
triple attack, you'll need attacking him with 
to wait until the effect 

wears off. This usually having trouble doing 
gives Riku enough time жо, take ә look at your 
to unleash another deck. Vou dont want any 
attach. cords below б or 7. 


DECK STRATEGIES 


Attack cards, attack cards, attack cards! Riku is fast at both 
attacking and dodging. Rely on Sora’s Keyblade to win this fight. 


At fourteen rooms, the eighth floor isn’t any larger than the previous 
floor. In fact, floors seven through nine are all the same size; they're 
just arranged differently. There is really no distinct advantage or 
disadvantage to decide where to go to next. 


The next default world is Never Land from the classic Peter Pan. 


This world is about equal to Atlantica in terms of level of activity and 
difficulty. 


means taking on Captain Hook... 


The action in Never Land takes place entirely on Captain Hook's ship whe 
friend Wendy. When Tinker Bell brings Sora to Peter to help, how can you 
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МАР INFORMATION! 


This sample тар of Never Land was created using all 
‘Tranquil Darkness cards. While the rooms you create won't 
k the s as the ones here, the special door requirements and 


To the ninth floor 
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SPECIAL TREASURES IN NEVER LAND 


CHARACTERS. 


Never Land is another world that gives you two prizes when you open up 

a second Calm Bounty/Guarded Trove/False Bounty room on the floor. 

Your two rewards this time are the sleights Teleport and Homing Fira. Іп ТТТ 
the Key to Rewards room you'll learn another sleight, Thunder Raid. x 
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Homing Fira Guarded Trove 
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Teleport Moment's Reprieve 
Thunder Raid Moogle Room 
Twinkle О Key to Rewards 


THE WHITE AND BLACK ROOMS 


This time around all of the rooms look the same. So it should come as 
quite a relief to find out that the Heartless on this vessel are quite new 
and unique. 


Agrabah had its bandits, Atlantica its Aquatanks and Sea Neons, and 
Never Land has its pirates. They attack from both the air and ground and 
each type has its own special nuances. The Air Pirates are fast and have 
the ability to stay just out of reach. Worse, though, are the normal Pirates. 
When one of their scimitars flashes, you'd better run! Their signature 
attack leaves Sora stunned and motionless for a decent period of time. 
To make matters worse, these Heartless like to attack in groups, making 
it difficult to escape this attack. 


As is standard for the worlds on the second through tenth floors, Never 
Land has its own unique Keyblade, the Fairy Harp. Don't rest until you 
find one, then find the Moogle Shop to acquire more. Peter Pan also joins 


The stunning effect 
from the Pirates’ 


attach lasts a long 


time, leauing Sore quite 


wulnerable to attack. 
IF you get caught in ә 


large group of Pirates, 


get ready to heal as 


soon as Sora regains 


his mobility. 


Peter Pan attacks 

шегу much like Aerial 
and Goofy, using a 
quick dash across the 
battlefield. However, on 
your first trip through 
Never Land, you only 
get him for a short 
period of time. 


the battle once you leave the Key of Beginnings story room. Of course, you lose him after the events in the Key of Guidance room, so explore the 


bulk of the rooms on this floor in-between those two events—especially if you like to use friend cards in battle. 
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Э - 


бе 
cA 


É | A boy who lives in 
Ў Never Land, where 

по one ever grows 

up. Peter can be 
stubborn, but deep down he’s 
brave and just. He was upset 
that Wendy wanted to return 
to London, but in the end he 
wished her well. 


A dreamy English 
і вій. Peter showed 
her the way to 
Never Land. Wendy 


really likes Peter, but decided 
to return home to London. 


а 
А pirate who holds 
а grudge against 
Peter Pan. Hook 
kidnapped Wendy 
to lure Peter out. Normally 
proud, Hook falls to pieces the 
moment the crocodile that took 
his hand shows up. 


The ship's deck rocks back 
and forth, causing Sora to 
more difficult ta connect slide along with i 


After ай, a zero card 
can break anything. 

And while it can still be 
broken by anything: his 
continued use of zero 
efter zero сага will 
ouerride your attack 
cards. Instead, wait untit 
he goes to recharge 
deck, then hammer 


OF course, you really 
want to card break the 
Rush 6 Present sleight 
before it starts. 


INTO THE CASTLE HALLS, BETWEEN THE 


EIGHTH AND NINTH FLOORS 


К STRATEGIES 


For this fight, put together the standard attack card 
deck. The vast majority of the attack cards in the deck 
should be high-numbered cards (7-9) and the rest should 
be zero attack cards. Use the high-numbered cards 

to keep up an unbreakable stream of hits and try to 
preserve the zero cards to card break Hook's special 
sleights. As always, your final slots should be 2-3 high- 
numbered Cure cards and a single Potion or Hi-Potion. 


INSIDE THE BOSS'S DECK 


Back in the hallway, it's time for another confrontation with Riku. This time, Sora instigates the battle. 


Dark Firaga is the 
latest addition to Riku's 
arsenal of attacks. 


DECK STRATEGIES 


INSIDE THE 
BOSS'S DECK 


No changes to your deck are necessary here. The same cards that were used to fight Captain Hook on the 
eighth floor are appropriate against Riku. 
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The ninth floor is the last of the "easy" floors. Upon reaching the | WORLD OPTIONS, COMMON 2 
tenth floor, the floor plan increases to 17 rooms and the special room L'NINTH FLOOR МАР CARDS 

requirements soar. That's why it's highly recommended that you use the о ДЕН 

Hollow Bastion world card before you reach the tenth floor. 


Hollow Bastion is possibly the most difficult world in the second > levi 
group of world cards. Not only are the normal Heartless tough (those 

Defenders!), but the boss, Dragon Maleficent, is the most brutal boss m. 
you've fought so far. Save the Hundred Acre Wood map card for last and * em 
take care of Hollow Bastion here on the ninth floor. 


FEATURED WORLD 


In Hollow Bastion, you witness Belle coldly rejecting the Beast after has come te 
Maleficent's detention. The heart-broken Beast leaves in dispair. There must Бе а reason 
him in this way, but what could it be? It is up to you to find out. D 
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To the tenth floor 


SPECIAL TREASURES IN HOLLOW BASTION 


Hollow Bastion also rewards those who open up two Calm Bounty/ 
Guarded Trove/False Bounty rooms. The two prizes you'll find inside are 
the sleights Omnisiash and Reflect Raid. In the Key to Rewards room, 
you'll find the summons card Mushu. 
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BESTIARY 


Hollow Bastion is just plain difficult. From the moment you enter this 
world, prepare to be kicked around by Heartless of all shapes and sizes. 
New to the enemy list are the Defenders, Wizards, and those wiley 
Wyverns. Defenders are the highly armored version of the standard 
Large Bodies that you fought on the lower floors. These brutes bash 
Sora with their shields if you get too close and shoot fireballs as long- 
distance attacks. To make matters worse, they are surprisingly quick 
and can spin around to face you before you can get into position. 


Wizards and Wyverns are also considerable threats. The Wizards float 
about the battlefield, casting high-level spells that can cause significant 
damage if you don’t card break them at the start of casting. Wyverns 
have two attacks that you need to be aware of. Their dive attack pushes 
Sora from one side of the field to the other. This usually happens when 
you're trying to set up a combo and take your eyes of the action for a 
moment! The Wyvern's other attack involves repeatedly kicking Sora in 
the face and it is difficult to break this attack once it begins. 


The Defender’s shield 
attack is very efficient 
at blocking your 
attempts to Dodge 
Roll past it. This makes 
it tough to get to its 
wuinerable backside. 


When the Wyvern starts 
mouing its legs like this, 
the opportunity to card 
break the attack is over. 
IF this occurs, just grin 
and bear the attack, 


LOOKING FOR A CHALLENGE? 


The Beast takes the final slot in 
the Friends card list once you 
complete the Key of Guidance 
room. When Beast is summoned 
in battle, he races across the 
battlefield, mowing down any 
enemy that gets in his way. Also, 
the special Keyblade for the 
world is the powerful and fast 
Divine Rose. 


ж 
A 


А young woman 
47 who saw kindness 
behind the Beast's 


gruff exterior. Realizing 
Maleficent sought her heart, Belle 
acted coldly toward the Beast to 
keep her heart beyond the witch's 
reach. 


The Beast attacks in the 
same manner as most 
of the other friends. 

He races across the 
battlefield knocking 
over the Heartless that 
get in his way. 


A prince trans- 
formed into a beast 
because of his 
selfishness. Meet- 
ing Belle restored humanity to 
his heart. Though stunned by 
Belle's cold behavior, his faith 
in their love never wavered, 


When Dragon Maleficent When the attack ends, 
sends out а breath of small piles of flame 
there's nowhere remain on the ground. 
Douse them with Sara's 


нора و‎ a ae етн» DECK STRATEGIES 


where you'll find the 
helpful tri Additi For this battle, bring out your 


attack card deck and update 
it with any new cards you 
have acquired while in Hallow CASTLE 
p akes time to Bastion. Basically, you want the | ШШШ 
recover from it, intei rrupting majority of the attack cards 
of your attack. | to be 8 or 9 cards and the 
remainder as zero cards. Put 
three to four Cure cards and 


the standard Potion/Hi-Potion 
card at the end of the deck. unin Fito 


ides an advantage 
against Maleficent. Hs e і | 
is on the hn TIER P | Fran 


jumping із б я 5 
M start to destroy ^s 7 AM UP Seven Ей 
steps. 
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ПТО THE CASTLE HALLS, BETWEEN THE ПІПТН AND NTH FLOORS | 


After three exciting hallway battles, the hallway between the ninth and tenth floors is quiet and peaceful. However, the situation for Sora and his 
friends isn’t so uneventful as their memories continue to unravel and you learn more about the Organization in charge of the Castle. 


CASTLE OBLIUION, 
TENTH FLOOR 


The tenth floor reveals a hint of what's to come as you near the final three WORLD OPTIONS, » COMMON 
castle floors. Not only is this floor huge, the special door requirements (TENTH FLOOR BATTLE CARDS. 


are much higher than previous floors. o 


completely different type of world than any of the others before it. It 
has no Heartless or bosses, just Pooh and his friends in one large room. 
This world makes a great break from the heavy-duty fighting, leveling 

up, and card maintenance up to this point. $ 


The default world for this floor is the Hundred Acre Wood. It is a ӯ 


FEATURED WORLD 


The Hundred Acre Wood is not exempt from the memory-erasing powers of Castle Oblivion and Pooh is feeling 
the effects. Your job is to take Pooh around the world and reunite him with six of his “bestest” friends. Are 4 
you up for the challenge? 
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A bear who lives in 
the base of a tree in 
the Hundred Acre 
Wood. Pooh loves 
to eat—especially honey. He's 
gentle and easygoing, but a 
little absent-minded. 


ts. 


The wisest animal 
3 іп the Hundred Acre 
Wood. Sometimes 
he talks so much 


his friends fall asleep. 


A diligent gardener 
who's always busy 
with his vegetables. 
Sometimes Rabbit is 
a bit short-tempered, especially 
when Tigger bounces around his 
garden. 


во 


Pooh's closest friend. 
Piglet is very shy and 
when he's surprised 
he covers his eyes 
with his floppy ears. 


The one and only. 
$ Cheerful Tigger loves 
to bounce all day long. 
‘Sometimes his energy 
is too much for the others, but he 
always means well. 


A feisty kangaroo А gloomy donkey 


who's full of energy. e whose tail keeps 
Little. Roo wants to falling ой and 
learn to bounce as getting lost. 


high as Tigger. 


MAP INFORMATION! 


This is the actual map of the Hundred Acre Wood. Ui 
other floors and worlds i rooms are randomly gei 


this world has one room that will look the same for everyone. The 


items highlighted on the map are hints to solving the puzzle of how to 


reunite Pooh with his pals. 
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2 SPECIAL ROOM REQUIREMENTS FOR THE TENTH FLOOR 


Since the sample map doesn’t have any story rooms associated with it, here are the requirements for the three story rooms and the Key to 
Rewards room: 


" 
A P usr A GENTLE 


к’ REMINDER! 
n » Ifyou choose to go. 
with the Hundred Acre. 
Wood for the tenth floor, there. 
no enemies to fight so you 
‘won't receive any тар or enemy 
cards. In addition, there are no 
Treasure Spots in the Hundred. 
Acre Wood, so you won't find 
any cards or HP prizes either. 
However, the quest in the Hundred. 
Acre Wood rewards you with 
‘some fabulous things, so you're 
not missing out on anything! 


his friend and an event automatically occurs. At the 
end of the reunion, Piglet relinquishes the sleight, 


Confuse. 


Piglet is the easiest of the six friends to find. He's 
located just to the south of where Rabbit is moving 
his cabbages and carrots. Simply get Pooh close to 


Hey to Rewards Room 


As noted previously, the Hundred Acre Wood is a unique place. 
The goal here is to lead Pooh to his friends and determine how to 
reunite them, Sometimes all you need to do is lead Pooh directly to 
the friend to make them reconnect. Other pals are busy doing their 
own thing and won't stop to make time for Pooh unless you figure 
out а way to get their attention. To make Pooh follow Sora, walk 
closely in front of him. If something captures his attention (like 
butterflies), wave to him by pressing the R Button. This works only 
if you are nearby, less than half a screen away. 


The other concern is keeping Pooh supplied with enough honey to 
keep him fit and mobile. The gauge in the upper-right corner of the 
screen monitors Pooh's Honey Level. If it reaches zero, Pooh needs 
to take a nap until he recovers a small portion of his health (equal 
to one-third of the honey pot). When this level is achieved, wake 
him up and lead him to one of the honey pots located in convenient 
spots throughout the woods. 


Pooh close to him. 


To trigger the reunion event with Piglet, simply get 


Sora and Pooh have 
something in common: 
They are both looking 
for friends they have 
Shadowy memories of. 


Feeding Pooh is one об 
Sora's most important 
duties! Try to hit every 
honey pot you find. 
Don't worry about 
wasting them: the 
honey pots regenerate 
after a short period of 
time. 


Next, look for a bunch of balloons near a tree along the 
northern wall of the trail and beckon Pooh to the balloons. 


This is more difficult than it looks, as Pooh is 
drawn to both the smaller group of balloons 
and the butterflies that litter the landscape. 
However, with enough waving and careful 5 
positioning of Sora, you can get him to grab 2 к р 

the balloons and soar into the air. When he 4 CASTLE OBLIVION < 
flies too high, his old pal Ow! jumps into the 


air and rescues him. The reward for setting „9 
up this event is the Spellbinder attack card. й ۴ CHARACTERS 
z < 
Heep Pooh away from the butterflies and het 
eventually grab the balloons near the tree where Owl < 
roosts. When he goes too high into the shy, it's Пай to 


the rescue! 
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Further down the path, at the end of the second % анн 
group of holes and balloons, there’s а hole with 
footprints leading up to it. Lead Pooh to the 
hole and let him fall in. When he floats out of Four Fino 
the hole—thanks to the helium balloons 
hidden inside—he's not alone. Roo 
emerges from the hole with him. Sic Foon 
For triggering this meeting, Roo 
hands over the Elixir item card. 


Turo Fun 
Firm Foon 


Seven Fio 
Elow Fi 
Мит Funar 
Tem Fu 


The footprints are а dead giveaway that you should Елек Fior 
inuestigate this hole. Were you surprised when Roo 
appeared, holding onto Pooh's legs? Term Рот, 


Тиктееити Fu 
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Tigger is totally wrapped up in 
hopping from stump to stump. 
However, if you lead Pooh further 
down the path you'll find Roo 
sitting by a group of tree 
stumps that look remarkably 
like the ones Tigger's playing 
оп. Coax Pooh onto one of them, 
then make him jump from one stump 
to the other, imitating Tigger. When done 
correctly, Tigger immediately comes over 
to investigate. It seems that imitation truly is 
the sincerest form of flattery where Tigger is 
concerned and as a reward you learn the sleight, 
Idyll Romp. 


Pooh is an eager student, especially when it comes to 
something as fun as jumping. Just position Sora next 
to the stump you want Pooh to jump to and press the 
R Button to wawe to Піт. 


su 


Eeyore is too concerned about his missing 
tail to pay Pooh much mind. Your job is 
to find a way to get Eeyore’s tail out of 
the tree where it’s stuck and back to its 
owner. To accomplish this feat, look for 
a small beehive in a tree along the north 
wall to the south of Eeyore. When you 
bring Pooh nearby, his curiosity disturbs 
the bees causing them to chase him across the 
field and right into the tree with Eeyore's tail. The resulting 
impact knocks the tail out of the tree and back into Eeyore's hooves. 
Once his tail is back in place, Eeyore is more than willing to talk to his 
old pal. Completing this task earns Sora the sleight, Bind. Now, only one 
friend remains. 


Those bees do not look happy, but this little 
disturbance has great effects. 


RABBIT 


When you first run into Rabbit at the start of the trail, he's too busy 
with his produce to bother with Sora or Pooh. Just north of where he's 
working, look for a rickety wagon. Motion Pooh inside and then make 
Sora get in. If you move around, the wagon breaks. Oops! 


Continue down the road picking up all of the other characters. As you 
journey past the stumps where you finally met up with Tigger, a strange 
thing occurs: Cabbages start rolling down the road. Hit them with Sora's 
Keyblade to make them fall into a neat pile by the side of the road. 
You need to hit 14 cabbages (forming a neat pyramid). After doing so, 
Rabbit appears, overjoyed with the help you've provided. As a reward 
for getting these two friends back together, Sora learns the sleight, 
Synchro. 


Once you've reunited Pooh with all six of his friends, lead him to the 
end of the trail. From here you can choose to exit the Hundred Acre 
Wood and continue with the bigger quest. Don't forget to save when 
prompted! 


- 


Don't worry! This innocent vandalism is нец to 
reuniting Pooh with Rabbit. 


e cabbages as they roll bu ta knock them into 
е. Complete the pile and Rabbit shows up to 
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ти CI E HALLS, BETWEEN TH NTH AND ELEVENTH FLOORS 


As soon as you enter the hallways between the tenth and eleventh floors, you run into Vexen. It's time for another boss fight. If you chose to go 
with the Hundred Acre Wood for the tenth floor world, then you should be ready to do some fighting! 


DECK STRATEGIES 


A standard boss deck should 
be enough to take Vexen 
down. Ultimately, it depends 
on what—or who—you last 
tought. If Dragon Maleficent 
was your last opponent, then 
your deck should be in good 
shape. Remember, at this 
point, you want your deck to 
contain attack cards at levels 
zero and 9. About a 50-50 mix 


attach IF you stand in front of each number will suffice. 
v Powerful. of Uenen, there's а 
good chance that ho'i 


Your cards should be at 
а high enough level to 


INSIDE THE BOSS'S 


Vexen has two types of cards, one magic and one physical attack. The blue card “A” 
produces the attack Blizzara and red card "B" produces Vexen's shield blow attack. His 
sleight Freeze is produced hy stocking Card “А” + Card "B" + Card "A". 


‘is as follows: 

attack cards: 0 (x3); 1 (x1); 2 (x3); З (х1); 7 (x3); 8 (х1); 9 (x2) 
"B" attack cards: 0 (x2); 1 (х3); 2 (х1); 3 (x3); 7 (x1); 8 (х1); 9 (х3) 
Mega-Ether: 3 (x1); 4 (x1); 5 (x1); 6 (x1) 
Elixir: 0 (x1); 1 (x1); 8 (x1); 9 (x1) 
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Пат Krean Halts. Cl or Manisa ое poly асарны онот RE On 
. the eleventh floor, you revisit Twilight Town, a place created from Sora's memories that he is having trouble 
р а сю 


Sora's childhood A man absorbed 
friend. Baited by in his dubious 
the darkness and research in Castle 
used by Maleficent Oblivion.  Vexen 
and Ansem, Riku once tried to destroy Sora by 
fought against Sora. In order controlling Riku and pitting 
to seal the door to darkness, the two against each other. 
Riku stayed with the king on When this plan failed, he 
the other side. His current confronted Sora personally. 
whereabouts are unknown. 
Sora journeys in the hopes 
of finding Riku, 


FEATURED WORLD 


SPECIAL TREASURES IN TWILIGHT TOWN 


This is an unusual world in that you have three different treasures to find. 
The first is the standard Calm Bounty treasure. This time you get the sleight 
Firaga Break. In the Key to Rewards room look for the sleight Warp. 


That leaves us with the third item. The One-Winged Angel remains hidden 


in the world until you defeat Marluxia for the first time in Castle Oblivion 
Then you can come back here and find it in a Treasure Spot 
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To the tenth floor 


This is a sample map of Twilight Town. This map was created 
using all Premium Room cards. While the rooms you create 

probably won't look the same as the ones here, the special door 

requirements and the layout of the floorplan are identical 
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MINGLING WORLDS? 


Twilight Town takes you back to the basics with battles full of Shadows, 
Soldiers, and Air Soldiers. However, these Heartless are a lot more 
powerful than the ones you fought back on the lower floors. Their 
attacks may be the same, but they have much more power and longer 
HP gauges. 


Fighting in Twilight Town is like deja ши all over again! 


At this point in the game, you should know the sleights Shock Impact 
and Ragnarok. Shock Impact is obtained from a Calm Bounty room 
in Atlantica and requires the use of a Simba card plus any two attack 
cards. When used in battle, this sends a shockwave across the field, 
pinning and stunning any foes against the far wall. 


Shock Impact takes thie Simba card to ә whole new level! 


Ragnarok is a sleight that is 
learned through leveling ир. 
It requires three attack cards 
whose sum equals between 2 to 
9. Ragnarok causes Sora to fire a 
large stream of laser rays from his 
Keyblade across the battlefield. 


Heartless are very 
good at evading 
Ragnarok's blast by 


If you are nimble and quick 
enough at stocking and sending 
sleights, you can use these two in 
combination to great effect. Use 
Shock Impact first to send all of 
the Heartless on the battlefield to 
the other side of the field. Then, 
quickly stock and send Ragnarok 
to blast them before the stun 
effect of Shock Impact wears 
off and they have the chance to 
evade Ragnarok's rays. If you 
like the way this works, set the 
Combos Up ahead of time im 
your deck. 


rushing to stand behind 
Sora when he casts 

it. 50, trick them by 
casting it while you 

are in the middie of the 
battlefield, Then, right 
when the attach is 
about to take place, pull 
Sora back to the end of 
the Field to include all oF 
the Heartless standing 
front of him. 


Twilight Town is unusual because 
it only has a single story room. 
What this means is that when you 
enter it, you should be prepared 
for a boss fight. You should also take note that the prices in a Moogle 
Shop (once you open one) have risen once again. These prices stay in 
effect from the eleventh floor to the thirteenth floor. 


Example of a Shock 
Impact/Ragnarok deck. 
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Ouch! The new price of cards will have you scrambling 
for more Moogle Points if you want to buy them alll 


80554 Е үз E N DECK STRATEGIES 


This time around, Vexen is more difficult to defeat. During the first 
encounter, it was easy to dodge his attacks or sneak up behind him 
to attack his vulnerable backside. Now Vexen can defend against 
this approach, spinning around to face Sora the moment he tries to 
attack from behind. 


Vexen's bag of tricks has also grown since the last encounter. He's 
learned two new sleights (Ice Needles and Iceburn) in addition to his 
Freeze iceburg. Ice Needles calls forth a line of ice needles from 
the ground. The line of ice follows Sora around the battlefield until 
you card break the attack or are hit by the frozen shards. Iceburn 
creates pools of slippery ice on the ground that hinders Sora's 
movement. Card breaking is key to survival against these attacks. 


burn is an unusual ісе needle. 


most aggressive attack 


Uenen's 

attack. It can be 
Those shards of ice 

and wilt—follow 


ECL (GALT y 


It's tough to get Uexen 
to stand still tong 
enough to actually hit 
him with an attack. Most 
of the time, з 

around just in time to 
block Sora's Heyblade 
attacks. 


To win this bout, you must 
break Vexen's attacks while 
Dodge Rolling around to his 
back to deliver your own 
attacks. He uses combo 
attacks much of the time, 
so have at least one—if not 
two—zero cards tucked away 
at the front of your deck and 
use them immediately after he 
starts a combo. If not, you will 
likely find yourself in a world 
of hurt after getting hit with 
Freeze or Ice Needles a couple 
of times! 


„ the same rules 
apply in this battle that 
you used in the last two 
against Ніни. Attack, 
attack, attack! 


It's time for another battle against Riku. Expect this fight to be 
a bit tougher than the last one, as Riku has a few more tricks up 
his sleeve. As always, victory comes from your ability to card 
break his attacks while connecting with uninterrupted streams 
of Sora's attacks. 


Victory against Riku this time nets you a Mega-Potion card 
and the next world card. But it also raises some serious 
concerns in the minds of your companions, as you proceed to 
the entrance of the twelfth floor. 


DECK STRATEGIES 


The deck you used against Vexen should work just fine 
against Riku. 


Make sure that your deck has a 
few more zero cards than usual. 
Vexen uses a lot of sleights 

and it is important to have zero 
cards on hand to break them. 
Try using a 50-50 split between 
high-numbered attack cards 
and zero attack cards. Follow 
them with 3-4 Cure cards and a 
Potion/Hi-Potion. 


INSIDE THE 
BOSS'S DECK 


Vexen's deck hasn't changed 
much since your battle in the 
hallway. This time you have 
two new sleights to deal with. 
You can tell Iceburn is coming 
when Vexen starts stocking 
2“A" cards and а "В". Ice 
Needles uses all "A" cards, 


His deck is as follows: 
“А” attack cards: 0 (x3); 
1 (x2); 2 (3); 3 (x1); 7 (x3); 
8 (x2); 9 (x3) 
"B" attack cards: D (3); 
1 (x3); 2 (x1); 3 (x3); 7 (х1); 
8 (x2); 9 (x3) 
Mega-Ether: 2 (x1); 3 (x1); 
4 (x1); 5 (x1); 6 (x1) 
Elixir: 0 (x1); 1 (x1); 5 (x1); 
7 (х1); 8 (x1); 9 (x1) 
Enemy cards: Vexen, Blue 
Rhapsody, Air Pirate 


INSIDE THE 
BOSS'S DECK 


| Mourth card and basic attack have 

| been added to Riku's deck for this 
battle. The "0" card allows Riku to 
perform a head blow-type attack, 


Mis deck is as follows: 5 
“A” attack cards: 0 (x2); 1 (ХТ); 
2 (x1); 3 (x2); 4 (x3); 5 (3); 
6 (x2); 7 (x1); 8 (x1); 9 (x2) 
78" attack cards: D (х2); 4 (x3); 
5 (%3), 9 (x2) 
"C" attack cards: 1 (x2); 4 (x3); 
5 (x3); 8 (x2) 
^D" attack cards: 1 (x1); 2 (x2); 
3 (x); 4 (x1): 5 (x1); 6 (x1); 
7 (x2); 8 01) 
Elixir: 4 (x1); 5 (2); 6 (x1) 
Enemy card: Shadow 


WELCOME TO 
CASTLE OBLIVION < 


CHARACTERS 


GAME BASICS 


CASTLE 
OBLIVION 


ТІЛІП 
сомо Foor 
Тино Foon 
Fourm Ftoor 
Firm Figon 
Sum Fior 
Seventy Foon 
"бити Foon 
Мм Foon 
Tom Fioon 
Еминн Рот 
Тики Foor 


Twareentn Рон 


SECRETS OF THE“ 
GAME 


THE CARDS 


BESTIARY 


CASTLE ОВЕПЛОП, 


a) TWELFTH FLOOR 


зг 


There are two main things to keep in mind regarding the twelfth floor, Destiny Islands. First is the fact that you 
cannot call upon Donald or Goofy while you're in the Destiny Islands world. This ban holds even after you've 
cleared the floor and return after completing the events of the thirteenth floor. 


Second, there are only two story rooms on this floor. The first one contains the standard cut-scene, while the 
second one holds this world's boss battle. 


SPECIAL TREASURES IN DESTINY ISLANDS 


Destiny Islands holds the final Key to Rewards room in the game and the 
prize, the Megalixir item card, is worth the wait. And don't forget to grab 
the Judgment sleight from a Calm Bounty room before you leave. 


FEATURED WORLD 


The Destiny Islands are, of course, Sora’s homeland and the return here should be bittersweet, sp 
fixated on one thing: finding out the truth behind his shared memory with Riku, НИ sounds like. 
angry Riku, the answer is yes. However, it doesn't happen until you clear the floor and exit i 
prepare—and prepare you should! 


At this point in the game, with two floors left, things really heat up! If you haven't spent а lot of extra time leveling Sora up or do 
cards and sleights, now is а good time to start. 


rae 


You may consider returning to the first six floors and take some time to open all of the Key to Rewards rooms, verify that you ай-ай 
Bounty treasures for those floors, and collect any missing enemy cards. All of this work should level up Sora quite a bit. Cond ABS өл Boosting 
his HP over his CP. For the Riku battle ahead, try getting Sora to around 400 HP or so, which is three-fourths of his max total. 


Also, gather Moogle Points and use them to purchase cards on the lower floors where card packs are cheaper. Before you leave the twelfth floor, 
it is imperative that your deck consists largely of attack cards of good strength (i.e. solid mid-level Keyblades) with high numbers (preferably zero, 
8 and 9 only). 
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MAP INFORMATION! 


т » This sample map of Destiny Islands was created using all 
" — Meeting Ground cards. While the rooms you create won't look 
the same as the ones here, the special door requirements and the 
layout of the floorplan are identical. 
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for the Darkside's 
head. If you can card 
break all of his attacks, 
it's the only target you 


When the Darkside buries 
nis right arm in the sand, 
jump up and start hitting 
his head. 


Vou can jump to miss 
the shockwave entirely 
if you want to dodge 

it manually. If not, just 
card break it when you 
see the Darkside start 
to bend down. 


attack, the 
Darkside sends an 
energy ball into the sky 
where it explodes into 
a rain shower of dark 
energy. 


Alternatively, you can 
tru to get a Ғеш hit: 

in after card breaking 
the Darkside's energy 
ball attack. 


In this attack, the 
Darkside shoots a 
homing energy ball out 
of his chest. 


Sometimes, you can get 
2 couple of strikes in 
after card breaking the 
Darkside's other energy 
ball attack. 


DECK STRATEGIES 


For this battle (and the two 
that follow), try using your 
standard attack card deck. 
For best results, have about 
one-third zero cards and the 
remainder 8 and 9 attack 
cards. Add in some Cure cards 
(enough for two Curaga) and 
а Potion/Hi-Potion to round 
things out. 


Ultimately, this is a long battle because the Darkside spends half of the time out of attack range. Be patient and you'll eventually win this battle. 
At the end of the battle, you get the Darkside card and at the end of the cut-scene you get the Oathkeeper attack card, 


ПТО THE CASTLE HALLS, BETWEEN THE TWELFTH AND 
THIRTEENTH FLOORS 
Once again, you get to battle Riku. This is the final battle against this particular foe and it's a hard one if you don't come prepared. After this fight, 


return to the save point and save your game. The reason for this is that there's another fight after this one, even before you reach the end of the 
hallway. 


you find a zero cord to 
card break it 


(BATTLE 24) 


This is probably the toughest battle thus far. Riku is TOUGH. 
He now uses his Dark Aura attack, which can take Sora from a 
full HP gauge to almost empty in 30 seconds, unless you card 
break the attack first. You'll need to card break to win this 
battle, too. Keep a zero card or two at the start of your deck 
and move them out the way, in the R Button position as noted 
previously. Use them only to card break Dark Aura. 


Riku’s attacks are also fast and hard to deflect. He also has the 
ability to break Sora’s attacks easily. Add to that his amazing 
speed and you'll find yourself sweating to keep up with him. But 
if you can pin Riku into a corner—especially when he’s trying 
to reload his deck—you can inflict some serious damage. Riku 
has three HP bars, so prepare for a long fight. 


INSIDE THE BOSS'S DECK 


Dark Aura is the only new attack to join Riku’s repertoire in this final battle. Dark Aura is made up of a 

| combination of two “B” cards and a "D". 
His deck is as follows: 
“A” attack cards: 0 (x2); 1 (x2); 3 (х2); 4 (x3); 8 (x3); 6 (x2); 8 (x2); 9 (x2) 


“В” attack ca 
"C" attack са! 
“D” attack са 


Enemy card(s): Shadow, Riku 


20 2 АЕ = | 


Teleport Rusi 
тагнепе'з nei 


Sora with balls of 
lightning. 


(х2); 1 (x2); 2 (x1): 3 (x2); 4 (x3); 5 (x3); 6 (x2); 7 (x1): 8 (x2); 9 (x2) 
(x1); 2 (1); З (x1): 4 (32); 5 (x2); В (х2); 7 (x1); 8 (x1) 

: O (x1); 1 (X2); 2 (x2); 7 (x2); 8 (x2); 9 (x1) 

Elixir: 4 (x1); 5 (x2); 6 (x1); 9 (x1) 


After the Riku fight, return to Destiny Islands and save your 
game. This replenishes Sora’s HP and prevents you from having 
to redo the Riku battle if you don’t fare well in the next fight. 


Larxene is a Thunder girl and, like lightning, she strikes fast and 
hard. However, compared to Riku, she’s doesn’t put up a strong 
fight. Larxene still uses the Lightning Bolt sleight and the two 
“normal” Thunder attacks from the first fight. New to the battle, 
though, is her Teleport Rush sleight, which enables her to warp 
around the battlefield, hitting Sora with lightning orbs. 


Fortunately, Larxene’s Teleport Rush is nowhere near as 


dangerous as Riku’s Dark Aura. If you keep up the card breaks and solid attacks, you should have 
no problem defeating Larxene. To make things easier, Goofy and Donald both return at the start of 
the battle, bringing the return of the friend cards. 


DECK STRATEGIES 


Focus on the number of zero 
cards in your deck. If you have 
too many zero cards, Riku will 
constantly card break Sora. 

If you have too few, he will 
decimate Sora with his combo 
attacks. Use an approximately 
70-30% ratio from the deck used 
against the Darkside when going 
into this battle, making sure 

to keep at least one zero card 
tucked away at the beginning 

of your deck for emergencies. 

If you've only been keeping 3-4 
Cure cards in your deck, you 
might want to up the number by 
one or two. You'll need them to 
cast Cura or Curaga at the end of 
each card round. 


INSIDE THE 
BOSS'S DECK 


Larxene has two new attacks in 
this battle, First up із her angry 
rush attack, which is activated 
whenever she is close to death. 

In fact this attack takes the place. 
of the Thundara assigned to her 
blue "C" card. The other is a new 
sleight called Teleport Rush, which 
is summoned with 2 "B" cards and 
an'A" card. 


Mer deck is as follows: 
“А” attack cards: 0 (x2); 1 (x2); 
3 (x2); 4 (x2); 5 (x2); 6 (2); 
7 (x2); 8 (x2); 9 (x2) 
"B" attack cards: 0 (x2); 1 (x2); 
3 (x2); 4 (x2); 5 (x2); 6 (x2); 
Т (x2); 8 (x2); 9 (2) 
“Б” attack cards: 0 (x2); 2 (x2); 
4 (x2); 6 (x2); 8 (x2) 
Elixir: 3 (x1); В (x1) 
Enemy card(s): Larxene, 
Yellow Opera 
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You've finally reached the top of Castle Oblivion. The thirteenth floor 
may not be the luckiest, but it’s all that stands between you and the 
end of the game. 


SPECIAL TREASURES IN CASTLE OBLIVION 


The true treasures on this floor are well hidden. The first is the Diamond 
Dust attack card. It can be found in Treasure Spots once you defeat 
Marluxia. The second is а set of treasures that only becomes available 
after you clear the Riku Mode game. Once you defeat Riku's final boss, 
come back to this floor and start opening Calm Bounty rooms. You'll 
need to open three to get the Ultima Weapon, the Lexaeus enemy card 
and the Ansem enemy card—which should fill the three empty slots in 
your Journal! 


FEATURED WORLD 


Castle Oblivion (the world) is huge! The format of the floor plan is such that you must visit almost every room on your: 
and the Hallway beyond. Save point strategies are very important, as are healing strategies. Since the ‘normal | battles 
longer and tougher than any you've fought before, it is important that you rearrange your deck to include at | sistit Cure 


rooms that increase your chance of getting enemy cards, you'll have to do it the hard way. First, make зі 
Black room cards (three to four of each should suffice). Then head down to one of the middle floors а 1 
and head into the world you've chosen. Open nothing but White and Black Rooms and defeat the two 
the enemy cards in any of the rooms you opened, reboot and reload your game to start again. 


Before you take Sora back to the thirteenth floor, make sure that his level is somewhere in the 70s and that y 
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Y у 
— 5) THE IMPORTANCE OF SAVE POINTS 


The thirteenth floor is the largest floor thus far and 
it's stocked with some of the most challenging Heartless. 
To make it through safely, give considerable thought as 
to where to open Moment's Reprieve rooms. Try opening 
two of these rooms in the positions shown on the maps 
(see previous section). The first room is placed at the 
end of the first six rooms you must open on your way 


to the Key of Beginnings room. This provides needed relief as you travel through the first part of the floor and it serves as a handy save | 
point later when the room joins up with the exit room. Also, try opening a second Moment's Reprieve room off the Key of Beginnings room. | 
This serves as another halfway point through the floor, acting as a place to save and heal before taking on Axel in the story room. | 


Don't expect this floor to be a walk in the park. There are many rooms 
to open and lots of Heartless to fight before you take on the final 
bosses (yes, there’s more than one). Castle Oblivion introduces the final 
new Heartless in the game: the Neoshadow. These creatures are an 
upgraded version of the standard Shadow. They are fast, tough and 
can dodge attacks by going into "two-dimensional" mode, which makes 
them invulnerable to attack. 


Neoshadows go into 7207 mode when threatened by а 
magical type of attack. 


To even the score—and celebrate the return of Goofy and Donald! 
Sora learns the most helpful sleight in the game at the entrance to the 
thirteenth floor: Trinity Limit. To trigger this attack, stock an attack card 
with a Donald and Goofy friend card and voila! This creates a powerful 
attack that covers the entire battlefield. It's even better than the 
combination of Shock Impact and Ragnarok. Trinity Limit also makes 
Meeting Place cards the perfect map cards for Castle Oblivion! 


Trinity Limit is the bomb! Unfortunately, Neoshadows 
like to go into “two-dimensional” mode just before the 
attack takes effect, protecting them from the blast! 


PREPARING FOR THE END 
Я Since this is the final floor, the final bosses aren't far 


behind. Now is the time to finish collecting any cards you've 
missed. Take some time to revisit all of the previous 12 floors. Pick 
up any missed enemy cards, verify that you found all of the Key 
to Rewards treasures, and open at least two Calm Bounty rooms 
per floor just to ensure that you found all of the unique prizes. 
Doing this is also a good way to level up before the big fights! 


You can expect longer and more difficult Heartless battles, too. Don't 
be afraid to escape from a battle if things get too tough. Also, there 
are no new friends here nor is there a Key to Rewards room to add to 
your treasures. Story rooms are limited to one: the Key of Beginnings 
room. And, the final battles take place in the hallway past the Castle 
Oblivion exit. 


re Wall is still as 
deadly as euer, unless 
opposite 


Axel has grown much 
stronger in the time 
between the last fight 
Perhaps he was holding back 
then, but his gloves are off 
now and he's prepared to 
fight to the death! 


Card break Firetooth as 
soon as possible. When 
you see Aners Flaming 
hands, look for a zero 


Axel uses fire-based abilities 
Fire Wall was one of his 
favorite “sleights during the 
first fight, and it’s still a 
standby in his arsenal now. 


Roll is always 2 decent 
alternatiue. 


Joining the fray is the new, powerful fireball attack called Firetooth. In this sleight, Axel flings two homing 
fireballs from his hands. These fireballs continue to circle Sora until you either card break them or they stop 
causing damage. His ability, Fire Boost, increases the damage his fire attacks inflict, so be careful when you 
see it flashing in the bottom-right corner of the screen. 


down and he can't striko 
back. 


Don't expect this battle to be easy. Axel is swift and can warp 
around the battlefield, making it hard to pin him down. To be 
successful you must continuously card break his attacks while 
connecting with multiple hits. Curaga combos are ultimately 
your best bet on the health front. 


INSIDE THE BOSS'S DECK 


DECK STRATEGIES 


Take the deck that you used 
against the Riku replica in the 
hallway between the twelfth 
and thirteenth floors and go 
through it with a fine-toothed 
comb. If you can, make sure 
your entire deck is comprised 
of zeros and 9s. If you have 

a large inventory of cards, 
make sure that you upgrade 
your attack cards, choosing 
more powerful Keyblades 
over the more common, but 
less powerful, ones. This will. 
make a big difference in the 
upcoming battles. Lastly, take 
along about six Cure cards 
and a high-numbered (8 or 9) 
Megalixir or Potion/Hi-Potion 
at the end 


‘Axel may be more dangerous than before but he's only added a single sleight to his 
repertoire. The rest is all the same. Firetooth, the new sleight, is made up of an “А” 


card, а "B" card and another “А” card. 


His deck is as follows: 


"А" attack cartis: Û (x3); 1 (x2); 2 (x2); 3 (x2); 4 (x3); 5 (3); 6 (x3); 7 (x2); 8 (x3); 


9 (x3) 


“В” attack cards: 0 (x3); 1 (x3); 2 (x2); 3 (x3); 4 (x3); 5 (x3); 6 (x2); 7 (x3); 8 (x2); 


9 (x3) 
Elixir: 0 (x1); 9 (x1) 
Enemy cards: Axel, Red Nocturne 
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ПТО THE CASTLE HALLS: THE FINAL FIGHT 


After the fight with Axel, it's time to head into the hallway beyond the thirteenth floor. This is where you fight Marluxia. This battle is conducted in 
two stages. First, the fight involves just Marluxia. Then, you have to defeat him a second time as he rides in a well-armored mech. Win both bouts 
to defeat the game. 


JUL SUD 


Nor ЕН 
- xia is an enigmatic 
pne: You'd expect him to 


martunia prepares to The Deathscythe 

slice Sora with one of swoops down on Sora. 

his dramatic scythe Because of Double 

sweeps! Sleight, you get to go 
through this twice 
unless you card break 
the attack. 


Т 
bility. 


Blossom Shou 
its glory. 


| of this battle, return to the clos 
rluxia. 


are really impressive 
he doesn't seem 


ТІСІН inflict 
nearest zero card to 


INSIDE THE 
BOSS'S DECK 


Marluxia's first form has plenty 


| of attacks. Three of them are 


tied to his three attack cards. То 
the red "A" and "C" cards, the 


| attacks crescent shockwave and 


phantom cyber are attached. A 


-circular rejection is the attack 


spawned from his blue “В” card. 
Marluxia also has two sleights. 
Blossom Shower is comprised of 
а "B" card + an “А” card + а “В” 
card, while Deathscythe requires 
an "A", "B", and "C" card. 


His deck is as follows: 
“А” attack cards: 0 (x2); 
1 (%1); 2 (x1); 3 (x1); 4 (2); 
5 (x2); 8 (x2); 7 (x3); 8 (x3); 
903) 
"B" attack cards: 0 (x2); 
1 (K1); 2 (x1); 3 (x1); 4 (х2); 
5 (x2); В (32); 7 (x3); 8 (x3); 
9 (x3) 
“C” attack cards: 0 (x2); 
1 (%1); 2 (x1); З (x0); 4 (x2); 
5 (x2); 6 (x2); 7 (x3); 8 (x3); 
9 (x3) 
Elixir: 9 (x2) 
Enemy card: Marluxia 


The final battle begins! 


The outo-targeting locks 
onto the petals floating 
ground Marturia when 
he's not available for 
pummeling. However, 
there are times when 
тагішніа uses this 
tendency to detract 
attention from himself. 
IF you think that you con 
attack Martunia, change 
your position or angle 

of attack to see if th 
target changes to him. 
Use the target as your 
quide. 


Don't worry about the 
petals Floating above. 
Concentrate on taking 
out the two sword 
appendages first. 


There's no need to 
suffer from this attack 
when you can card 
break it before it even 
happens. 


The final battle pits Sora against the “real” 
Marluxia їп а mech suit. Again, this battle is quite 
manageable if you can block the big attacks, 
keep Sora's HP gauge(s) full, and connect with 
plenty of attacks. 


This battle takes a while to play through. First, 
destroy the two swords on the end of the mech. 
This is somewhat easy to accomplish, because 
Marluxia doesn't do much to prevent it from 
happening. At the most, he'll cast one of his 
petal bullet spells, but the damage they cause is 
minimal and you can card hreak it easily. 


After you destroy the two swords on the mech, 
it's time to start working on Marluxia. There are 
certain points at which Marluxia is vulnerable 
to attack. Look for the targeting icon to attach 
itself to Marluxia's chest and start swinging. 


Marluxia may attempt to skewer Sora with the 
underside of the mech unit. When you see him 
jump with the vehicle, immediately card break 
the impending attack. In truth, this is little more 


than a shock wave attack, but the damage it inflicts can be impressive. Besides, 
itis fairly easy to break. 


After the jump attack, the battle can go in many directions. Basically, whenever 
Marluxia is open to attack, head over to him and pound away with Sora's Keyblade. 
Ignore the frequent bursts of flower petals and concentrate on taking down 
Marluxia. 


Once you empty Marluxia's HP Gauge (he has four of them!), sit back and watch as the story is resolved. Feel proud, 
for you have fought long and hard for this! 


IF only all parts of the 
battle were this easy. 


Sora with his ship. You 
can card break this like 
the jump attack, but the 
uncertainty of when 
hell strike makes the 
timing more difficult. 


When this occurs, focus 
on the petals flying 
overhead until Martuxia 
comes out from his 
flowery cocoon. Then 
you can attack him, at 
east until the wind 
drags Sora away and off 
the mech. 


Watch out when 
martunia summons 
these glowing pink orbs. 
Once the spell is cast, 
they home in on Sora 
and cut right through 
him. This attack usually 
occurs after jump 
attacks and almost 
always when youre 
trying to reload your 
deck! 
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After clearing the final battle in the main game, a new mode opens after the credits roll called called Reverse/Rebirth. This mode unlocks two new 


options on the Start Menu: Link Mode and Riku Mode. 


Riku Mode enables you to play the game from Riku's perspective. It seems that while Sora and his pals were working their way up to the top of 


Castle Oblivion looking for Riku and King Mickey, Riku was trying to make his way up from the castle's basement levels, facing many of the same 


foes that Sora faced. Does Riku manage to seal off the darkness within him? Will the two friends meet up and reconcile at the end? You'll have to 


play through to find out! 


p 


Completing the game as Sora causes the opening 
screen to change to the Reuerse/Rebirtn graphic. 


On one hand, playing as Riku is quite similar to playing as Sora. Each 
character's objectives are identical: Clear each floor by defeating the 
main boss and make it to the top floor and, hopefully, resolution and 
escape. Of course, how each character gets there is what distinguishes 
the two modes. 


Ultimately, the Riku game is a streamlined version of the Sora game 
There is only one story room per floor and fewer boss fights overall. Riku 
visits all of the same worlds as Sora (with the exception of the Hundred 
Acre Wood), but the order in which he visits them is different 


The major difference between the two modes, however, is in the 
cards that Riku uses. As you'll soon discover, the first time you try to 
reorganize your card deck, Riku's deck is considered a closed deck. In 
other words, the deck is predetermined and may not be altered. Your job 
is to determine how to maximize the deck you are given 


IB NEW GAME : SORA 


МЕМ GAME : RIKU 
LOAD 


BLINK 


To start а game with Riku, choose New Game: Riku at 
the title screen. Two extra sove slots are available 
for recording Rikus progess. 


Sou cannot change anything about the decks 
you by the game. Think of it as a new challenge. 


The good thing about the closed deck system is that it alleviates the hassle of hunting down new cards, conserving Moogle Points, and micro- 
managing your deck. Instead, it enables you to concentrate more on the mechanics and strategy of the game. Of course, if you enjoyed hunting 
down new cards and micro-managing your deck, then you may feel that something is missing from the new game. 


Riku's card deck changes with each world you visit. The only variables are the enemy cards. After you defeat a boss, his or her enemy card is added 
to your deck and remains there, regardless of the order you decide to visit the different worlds. Since you know the bosses and you've seen their 
respective enemy cards, you should be able to apply strategy to the order in which you visit each world. 


REVIEW DECK REVIEW DECK ; 


DECK 


rl Г $ CAROS HA 
Ў ш!02/5з 


The enemy cards in your deck change depending upon 
the bosses you've previously fought. For example, 

the Traverse Town decks shown above differ based 
on previously opened worlds. The first screen shows 
the deck when you open Traverse Town on Basement 
Eleven and the second deck shows the deck when you 
open that world on Basement Eight, after defeating 
Jafar, Parasite Cage, and Captain Hook. 


The decks used in Riku Mode are largely comprised of attack cards. Riku 
has one weapon, the Soul Eater, and all decks are based around that 
card. To boost the weapon's power, consider raising. his Attack Power 
when he levels up. At the start of the game, most decks have at least 
one item card like Potion or Hi-Potion, but they disappear the further 
you advance in the game. No magic cards are used in Riku's decks, so 
if you relied on magic a lot as you played through the Sora game, it may 
take a while to get used to playing with only attack cards. 


Reacts to dark power. 
Riku's strength is b. 
higher when he wields 

darkness in battle. 


On the other hand, Riku's closed decks should inspire you to start 
including enemy cards during your battles. These cards can be 
easily overlooked in the Sora game, but they can be a lifesaver when 
playing as Riku, Of course, Riku has other powers that make magic 
unnecessary... 


The Soul Eater is Riku's weapon of choice. OF course, it 
helps that he has no other choice in weapons. 


After defeating the boss on Basement Twelve, Hollow Bastion, you are confronted by Riku's nemesis, Ansem. 
Defeat him to learn how to use Riku's latent darkness in battle. It's called "Dark Mode" and it enables Riku, 
under certain circumstances, to transform into Dark Riku. Dark Riku is identical in power to the Riku replica 
you fought as Sora. When Riku is in Dark Mode, his strength increases, his speed decreases, and he can 
perform sleights. 


finsem switches an 
Dark Mode. This mode 
increases Riku's 
strength, giving him an 
aduantage ouer most 
enemies. 


GAME BASIC 
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Riku knows three sleights: Dark Break, Dark Firaga, and Dark Aura. Dark Firaga and Dark Aura should be very familiar, but Dark Break is a new one. 
In addition, Riku can also attack while jumping, causing him to perform his jump and slash combo. Pressing the В Button while he's in the air 


enables him to land behind the targeted enemy. 


Dark Break enables Riku to leap into the air and pound 
on enemies from the air. It requires three Soul Eater 
cards whose total value Falls between 5 and IS. This 

із а great attack that паз ә decent duration and it 
enables Riku to switch targets once he's pounded an 
enemy to death. 


# Warp Break 
Remember the days when Dark Нигә used to be your 
worst nightmare in a battle with Riku? Пош» you 
can use it to terrorize other creatures! Dark Aura 
requires three Soul Eater cards with a total value of 
22. In other words, you need three 9s to pull it off! 


Riku enters Dark Mode whenever his Dark Points (DP) gauge fills up. Card breaking your foe's cards or 
taking damage is key to filling up the gauge. In battle, when you card break an opponent, you'll notice a 
number next to the Card Break exclamation. This is the difference in value between the two cards and it 


is added to your Dark Points. 


After Riku's Dark Points reach a certain level, he turns into Dark Riku. Riku stays in Dark Mode until his 
DP runs out through damage from enemies or when you lose a card break. 


Dark Firaga is Rikw's fireball of dark energy. This 


Sleight was a standby of the Riku replica іп Sora’s 
story, so it should be Familiar. It requires three Soul 
Eater cards whose total value lies between ІБ and 25. 


Watch for the number that appears when you perform 
a сага break. The more points you get, the quicker you 
can enter Dark Mode. 


In Dark Mode, Riku's costume 
changes to that of the Riku 
replica. 


OTHER DIFFERENCES 


There are a few more small differences between Sora Mode and Riku Mode that you need to know about. The 
best difference is the fact that you no longer have to wait to reload your deck. Riku's deck reloads instantly 
when you press the A Button after selecting the reload card, or when you run out of cards completely. 


Another difference revolves around friends. Riku can summon only one friend, but he’s worth almost all of 
Sora's friends combined: King Mickey! The King card (separate from the trick cards with the Mickey Mouse 
logo picked up in boss battles) summons King Mickey to the battlefield where he restores HP, stuns and 


inflicts damage on all enemies, and reloads your cards. When you stock two or three the King cards as a Summoning Hing Mickey 
Ў 1 is always a smart thing 
combo (you can do this in or out of Dark Mode), King Mickey arrives and inflicts extra damage and extra to do in bettie. 


healing. In boss fights, these cards can be a lifesaver—literally! 


And speaking of cards, Riku has access to fewer map cards than Sora. When you are creating rooms, use the bonuses these rooms provide to your 
advantage. Keep in mind that the Mingling Worlds card can only draw from the other rooms listed when randomly creating a world! The map cards 
in Riku Mode are as follows: è 


Tranquil Darkness Sleeping Darkness Meeting Ground Moment's Reprieve 
Teeming Darkness Looming Darkness Stagnant Space Mingling Worlds 
Feeble Darkness Martial Waking Strong Initiative 
WELCOME TO 
Almighty Darkness Nichemic Waking Lasting Daze STE ОВИЕ 


CHARACTERS. 
Riku can also jump higher than Sora, which enables him to jump on top of Treasure 77777772 
Spots that Sora has to jump down оп to trigger, like the three Treasure Spots in 
Halloween Town. Of course, it doesn't matter as much in Riku Mode, because Treasure 
Spots only release HP prizes. 


GAME BASI 


When Riku levels up, he has the opportunity to increase three stats: his Hit Points, MAX DP. 
Attack Power, and his Dark Points. Attack Boost appears every five levels and raises 
Riku's AP by 1 point. HP Boost raises Riku's HP by 15 points and Darkness Boost 
increases Riku's DP by 2 points. Riku's HP maxes out at 560 points, while his AP 
maxes out at 30 and his DP at 100. 


CASTLE OBLIVION 


When Riku levels up, 
you have the choice 
to increase one об 

three stats. These are 
different than Sora's 

choices, because of the 
changes to the game. 


SECRETS OF 
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tops of taller 
platforms 
and certain 
Treasure Spots 
more easily. 


THE CARDS 


In summary, the differences between the Riku game and the Sora game are as follows: E 
Usually, there are no events in individual worlds. Story-related events take place in the castle halls. 
Riku's deck of cards for each floor is fixed and cannot be altered іп any way. 

When Riku levels up, you can allocate points to his Hit Points, Attack Power or Dark Points. 
There are no premium prizes or Moogle Shops. 


Riku has access to fewer map cards than Sora. 


Treasure Spots only produce HP prizes when triggered. 


Riku can jump higher than Sora. Sora's childhood friend. 
Baited by the darkness 
and used by Maleficent 


Riku is faster than Sora but, as a result, tends to slide when stopping. 


Instead of a Dodge Roll, Riku performs a back step when you tap twice on the D-Pad in a single and Ansem, Riku once 
direction. fought against Sora. In 


order to seal the door to darkness, 
In battle, Riku's deck has an auto-reload feature when he runs out of battle cards. Riku stayed with the king on the 
other side. His current whereabouts 
are unknown. Sora journeys in the 
hopes of finding Riku. 


Riku can only perform sleights when he is in Dark Mode. 


Riku starts his journey on Basement Twelve. He must travel to Basement 
One through the same worlds that Sora visited, minus the Hundred Acre 
Wood. Along the way, prepare to meet members of the Organization, 
both old and new. 


The main difference between the Riku game and the Sora game after 
Basement Twelve is that the ultimate goal in each world is to defeat 
the boss. Riku gets to bypass all of the story rooms from Sora Mode 
and only fights the main boss. This, however, presents you with an 
Visitors. interesting dilemma: Do you clear each room of all their Heartless on 
І picked up two scents in the the way to the single boss room on each floor, or do you proceed straight 
сазНе lowest basement. М. to {һе boss room, forgoing the opportunity to level ир? 


The Organization doesn't quite know what to make оғ 
u's presence beneath the castle. This will change 
quicker than you think. 


DORLD ARF > m DORLD BRP > 


Compare the Monstro map іп Sora's game to that іп 
the Riku game. 


There are advantages to doing both. On one hand, the world bosses are, on the whole, somewhat easy to defeat with the decks provided. This is 
largely because you should be familiar with their attacks and weaknesses from fighting them in the Sora game. However, the Organization bosses 
you meet in the hallway are largely new and can be quite difficult to subdue. If you get stuck in a battle, return to the previous world and level up a 
bit. Increasing Riku's AP or adding to his HP or Dark Points (DP) can help you retain your edge in battle. Also, don't underestimate the importance 
of enemy cards for a good defense. Riku's Dark Mode is also key to victory in many battles, as it increases Riku's strength and enables him to use 
killer sleights like Dark Aura. Oftentimes, all you need to do to defeat a tough boss is unleash a couple of Dark Aura attacks! 


The following is a skeletal outline of the main events that occur in the Riku game. Use this as a point of reference while playing through the 
game so that you know what’s coming up next. This will enable you to prepare for important fights with members of the Organization or other 
special bosses. 


BASEMENT TWELVE: HOLLOW BASTION 


Main Events 


1. Visit all three story rooms. Defeat the boss, Dragon Maleficent. 


2. Fight Ansem in the castle hall. Acquire the ability to use Dark Mode and get The King friend card. Obtain four world cards. 


BASEMENT ELEVEN TO BASEMENT EIGHT BASEMENT THREE: DESTINY ISLANDS 


Main Events Main Events 
1. The following world cards are available at this time: Agrabah, 1. King Mickey doesn't join Riku in this world 
Monstro, Never Land, and Traverse Town. Defeat the main boss (i.e., no The King card). 
for each world (Jafar, Parasite Cage, Captain Hook, and Guard 
Armor) to progress to the next floor. 2. Defeat the boss, Darkside. 


2. Battle against Vexen in the Hallway between Basement Ten 
and Basement Nine. 
BASEMENT TWO: TWILIGHT TOWN 
3. Fight against the Riku replica (Battle #1) in the Hallway 
between Basement Eight and Basement Seven. 


Main Events 


1. King Mickey doesn’t join Riku in this world 
4. Obtain four new world cards from Ansem in the Hallway (i.e., по The King card). 
between Basement Eight and Basement Seven. 


2. Defeat the boss, the Riku replica (Battle #2). 


BASEMENT SEVEN TO BASEMENT FOUR 
BASEMENT ONE: CASTLE OBLIVION 


Main Events 7 
Main Events E OBLIVION 
1. The following world cards are available at this time: Atlantica, 
Olympus Coliseum, Wonderland, and Halloween Town. Defeat 1. Defeat final boss, Ansem 
the main boss for each world (Ursula, Hades, Trickmaster, and CHARACTERS 
Oogie Boogie) to progress to the next floor. 2. End of game. 


2. Battle against Lexaeus. 


GAME BASICS 


SASTLE OBLIVION 


This section provides some basic tips and strategies for fighting the new bosses in Riku Mode. It does not include information on enemies you've SECRETS OF 
already fought as Sora, since the information about them hasn't changed. It's up to you to determine how to use the decks provided to take out ТНЕ GAME 
these old foes. 


ARDS 


INSIDE THE BOSS'S DECK 


In this battle, Ansem has two cards, red and blue, that are keyed 
to his two basic attacks. The blue “А” card controls his dark claw 
attack, while the red "B" card triggers his shockwave attack. 
Ansem has a single sleight at this point that is made by combining 
one "A" card and two "B" cards. 


His deck is as follows: 


“A” attack cards: 0 (x1); 1 (x1); 2 (x1); 3 (x1); 4 (x1); 5 (х1); В (x1); 
7 (x1); 8 (x1); 9 (хт) 


“В” attack cards: 0 (x1); 1 (x1); 2 (x1); 3 (x1); 4 (x1); 5 (x1); 6 (x1); 
7 (x1); 8 (x1); 9 (x1) 


No enemy or item cards. 


MMA AIA лл лл л 


ЖАРА 


PER Wie XEN О | 


Location: Hallway between Basement Ten and Basement Nine 


Vexen's invulnerability to frontal attacks makes this boss tough— 
especially if you are still trying to make Riku perform a Dodge Roll! 
Instead when you are in Dark Mode, target Vexen, jump into the 
air and press B to land behind him. Vexen enters this battle with a 
new sleight, Diamond Dust. Although rarely used, this new attack is 
quite spectacular. To defeat Vexen, keep out of the way of Vexen's 
Freeze attack, keep up your health, and don’t lose patience as you 
chip away at his HP. 


INSIDE THE BOSS'S DECK 


As in the Sora game, Vexen's two normal attacks are keyed to two 
attack cards, The blue "A" card triggers: 
the red “В” card holds his shield attack. The ne 
Dust, is a Riku Mode exclusive and takes а “В” ca 
cards to perform. 
His deck is as follows: 
“А” attack cards: 0 (x3); 1 (x2); 2 (x1); 7 (x1); 8 (x2); 9 (x3) 
“B” attack cards: 0 (x3); 1 (х2); 2 (x1); 7 (x1); B (x2); 9 (x3) 
Mega-Elixir: 4 (x1); 5 (x1) 
Elixir: 0 (x1); 1 (x1); 8 (x1); 9 (x1) 


Enemy card: Vexen, Blue Rhapsody, Air Pirate 


mute UU ЕРШ (ВИ sT) 


Location: Hallway between Basement Eight and Basement Seven 


It feels sort of strange to be fighting Riku (or the Riku replica) as 
Riku. Atthis point, you should have a good handle on Riku's strengths 
and weaknesses, so try to exploit Riku replica's weaknesses. As 
with most boss fights, getting into Dark Mode quickly is the key to 
victory. Dark Mode sleights cause lots of damage and can drain 
multiple HP gauges much quicker than standard physical attacks. 


INSIDE THE BOSS'S DECK 


This deck is very similar to the deck used in the second Riku replica 
fight in the Sora game. He has three attack cards for three attacks 
and the sleight Dark Firaga is made by combining two “A” cards and 
at". 

His deck is as follows: 


“А” attack cards: 0 (x2); 1 (x1); 2 (х2); 3 (x2); 4 (x3); 5 (x3); В (X2); 
1 (x2); 8 (x1); 9 (x2) 


"B" attack cards: 0 (x2); 2 (x1); 3 (x1); 4 (x1); 5 (x1); 6 (x1); 7 (х1); 
302) 


“C” attack cards: 1 (x2); 4 (x2); 5 (X3); В (x2): 8 (2). 
Elixir: 4 (x1); 5 (x1); 6 (x1) 


Enemy card: Shadow 


INSIDE THE BOSS'S DECK | 


SECRETS OF 
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INSIDE THE BOSS'S DECK 


її you don’t want any strategy on how to defeat the final boss in 
Try to win the fight on your own 


newest addition to his ar: 
created by combining a card. 


j hard to land even standard physical 
irk Mode as fast as possible so His deck is as follows: 
ига attacks or even Dark Breaks. “А” attack cards: 0 (x5); 1 (x4); 2 (x4); З (x4); 4 (x4); 5 (х4); 6 (x4); 
tock them to рот тах healing 7 (x4); 8 (x4); 9 (x5) 


"B" attack cards: 0 (х5); 1 (x4); 2 (x4); 3 (х4); 4 (x4); 5 (x4); 6 (x4); 
7 (x4); 8 (x4); 9 (x5) 


Elixir: 9 (x2) 


Enemy card: Ansem 


The following is a list of all the card decks per world. Use these to help plan out boss strategies and other tactics before entering a particular story 
room. These lists do not include boss enemy cards. Your deck will include the enemy cards of all bosses defeated up to the point at which you 
enter a specific world. 


HALLOW BASTION Soul Eater 9 SoulEaters ‘Saul Eater 


Soul Eater 8 Soul Eater 7 Soul Eater 4 
Sout Eater 7. ‘Soul Eater Б Soul Eater 5 


Soul Eater 8 Soul Eater 5 Soul Eater 4 


Soul Eater 7 Soul Eater 6 Soul Eater 3 


Soul Eater ou 


Soul Eater 7 
Soul Eater 6 
Soul Eater 4 
Soul Eater 3 
Soul Eater 7 


Soul Eater 6 


Soul Eater 7 
Soul Eater 5 
Soul Eater 4 
Soul Eater 1 
Soul Eater 7 


Soul Eater 5 


Soul Eater 7 


Soul Eater 6 


Soul Eater 5 


Soul Eater 4 


Soul Eater 3 


Soul Eater 4 
Soul Eater 5 


Soul Eater 6 


Soul Eater 4 
Soul Eater 3 
Soul Eater 7 
Soul Eater 6 
Soul Eater 4 


Soul Eater 3 


Soul Eater 4 
Soul Eater 1 
Soul Eater 7 
Soul Eater 6 
Soul Eater 4 


Soul Eater 1 


Soul Eater 2 
Soul Eater 4 
Soul Eater 1 
Soul Eater 0 


Soul Eater 1 


Soul Eater 7 
Soul Eater 8 


Shadow 


Soul Eater 7 
Soul Eater 6 
Soul Eater 4 
Soul Eater 3 
Soul Eater 7 


Soul Eater 6 


Soul Eater 7 
Soul Eater 6 
Soul Eater 4 
Soul Eater 1 
Soul Eater 7 


Soul Eater 6 


Soul Eater 2 
Soul Eater 3 
Soul Eater 4 
Soul Eater 5 


Soul Eater 6 


Soul Eater 4 


Soul Eater 3 


Hi-Potion 7 


Fat Bandit 


Soul Eater 4 


Soul Eater 1 


Search Ghost 


Soul Eater 7 


Soul Eater 8 


Soul Eater 9 


Pirate 


CHARAG 
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Soul Eaters 
Soul Eater 
Sout Eater 5 
Soul Eater 5 


Soul Ester 4 


Sout Eater 4 


Soul Eater 0 


Soul Eater 1 


Soul Eater 3 


Soul Eater 5 


Soul Eater 7 


Soul Eater 4 
Soul Eater 4 
Soul Eater d 
Soul Eater 3 
Sout Eater З 


Soni Eater 3 


Soul Eater 0 
Soul Eater 2 
Soul Eater 4 
Soul Eater 6 


Soul Eater 8 


Soul Eater 2 


Soul Fater2 


Soul Ester 


Soul Eater 2 


Soul Eater} 


Soul Eater 1 


Soul Eater 3 


Soul Eater 6 


Soul Eater 4 


Soul Eater 2 


Soul Eater 0 


Soul Eater 7 


Soul Eater 1 
Soul Eater 1 


Sea Neon 


Soul Eater 5 


Soul Eater 0 


Soul Eater 9 Soul Eater 4 Soul Eater 5 Soul Eater 8 
Soul Eater 6 Soul Eater 1 Soul Eater 3 Soul Eater 0 
Soul Eater 3 Soul Eater 6 Soul Eater 1 Soul Eater 2 
Soul Eater 8 Soul Eater 3 Soul Eater 0 Soul Eater 9 
Soul Eater 5 Soul Eater 0 Soul Eater 2 


Soul Eater 2 Soul Eater 9 Soul Eater 4 


Soul Eater 7 Soul Eater 7 Soul Eater 6: 


Soul Eater 8 Soul Eater 6 Soul Eater 8 Hi-Potion 9 
Soul Eater 8 Soul Eater 8 Soul Eater & Hi-Potion 0 
Soul Eater 8 Soul Eater 8 Soul Eater 7 Soul Eater 0 
Soul Eater 7 Soul Eater 9 Soul Eater 9 Soul Eater 0 
Soul Eater 7 Soul Eater 6 Soul Eater 9 Soul Eater 0 
Soul Eater 7 Soul Eater 7 Soul Eater 6 Soul Eater 0 
Soul Eater 6 Soul Eater 8 Soul Eater 7 


Soul Eater 6 Soul Eater 9 Soul Eater 8 


If you've ever wondered whether or not your battle tactics would stand up to your friend's, Link Mode is the place to try them out! 


Basically, Link Mode allows you to load your current Sora save and pit your Sora (and consequently any of your decks of cards) against a friend. 
This mode only appears once you finish Sora's story, at the same time as the Reverse/Rebirth mode opens up. 


To start a link battle, connect your GBA to your friend's using a Link Cable. You both need to have your Kingdom Hearts: Chain of Memories 
cartridges inserted in your respective GBA and both of you need to have completed the Sora game and opened up Reverse/Rebirth mode. 


Choose the Link option at the title screen and select Load on the following screen. This allows you to load from one of the two Sora save slots. 
You cannot fight a link battle with a Riku game save. Once you've loaded the game save you want to use, select Versus Battle when prompted and 
press the A button to establish a link. 


Once the GBA's have connected with one another, you can choose the deck you want to use in the battle, set a handicap and change the location 
of the battlefield. When all of the options have been set to your liking, it's time to start the battle! 


Battles in Link Mode are fought identically to their counterparts in the main game itself. The only difference is that your opponent appears as a 
shadow. His or her cards, however, are displayed in the lower right-hand corner of the screen—unless he or she has played the Darkball enemy 
card and activated Cardblind! 


The strategies used in link battles are similar to those used in the main game, except now you are fighting against a human mind instead of 
computer controlled Al. If you've never really experimented with enemy cards before, take a look at what they can do when used in battle. Some of 
them even have special powers especially for link battles. 


SECRETS OF 
THE GAME 


THE CHRDS 


Perhaps the most important part of Kingdom Hearts: Chain of Memories is the quest to get all of the game's cards. This is a relatively painless task 
if you remember to open at least one Calm Bounty-type room on each floor and go back to open each Key to Rewards room on every floor from the 
first floor to the twelfth floor once you start getting Key to Rewards cards. To find the last five cards, simply clear the Sora game (for the Diamond 
Dust and One-Winged Angel attack cards) and the Riku game (for the Ultima Weapon attack card and the Lexaeus and Ansem enemy cards). 


BATTLE CARDS 


There are four types of battle cards: attack cards, magic cards, item 
cards, and friend cards. Within the magic card category there are basic 
magic cards and summon cards. Summon cards enable you to call a 
friend into battle much like friend cards. However, they are distinguished 
from friend cards by the fact that you can actually collect the physical 
card and use them in decks. Friend cards are only available while you 
are fighting a battle and the ones you get depend on whether or not you 
have friends in that world. LOCATION | Agrabah, random Treasure Spots. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 


DESCRIPTION 


Agrabah-exclusive Keyblade that is fairly 
strong with a fast swing and great CP 
requirements. 


ATTACH CARDS 


The attack card category contains all of the Keyblades Sora collects 
and uses in the game. If you played the original Kingdom Hearts game, 
then most of the names should sound familiar. Different Keyblades have 
different strengths, so weigh the pros and cons of each type of card 
when determining which ones to place in your deck. n 


Default Keyblade. LOCATION [ Atlantica, random Treasure Spots. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding. сомвов | Ғотр, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity Dash, Sonic Blade, Stop Raid, Strike ‘Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken Limit, Zantetsuken 


LOCATION 


‘COMBOS 


DESCRIPTION DESCRIPTION 


Strike De Thisis the basic Keyblade attack card that you Strike (3 An Atlantica-exclusve Keyblade with amazing 
Т can find throughout the worlds іп the game. It Thrust n card break recovery. This is a good, well- 
Lis 2 is fairly weak, but its availability and cheap rounded, mid-range attack card. 
Cambo Finish | ре CP requirements will keep it in your deck for a ComboFinish | Ве 
long time to come. 
Swing Speed | В Swing Speed | В 
Element PHYSICAL Element PHYSICAL 
Break Recovery | В Break Recovery | үү 
- Required oP | YF ЛГ | В 


SPELLBINDER 


LOCATION | Hundred Acre Wood, present from Owl. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnistash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken 


COMBOS 


DESCRIPTION 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, SI 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken. 


DESCRIPTION 


Stile р» A special attack card that is imbued with the 
Я power of Thunder. It has excellent thrust and 
ы А card break recovery abilities. 
Combo Finish | ре 
Swing Speed | С 


Strike (2 A Halloween Town-exclusive Keyblade that is 
тізі = very easy to handle and offers а fast recovery 
Inm ы from card breaks. 
Combo Finish | De 
Swing Speed | B 
Element PHYSICAL 
Break Recovery | A 
RequiredcP | А 


Element 


INING 


Break Recovery 


Required CP. 


` FAIRY HARP 


METAL CHOCOBO 


LOCATION | Never Land, random Treasure Spots, 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, , Reid, Idyll 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken. 


COMBOS 


Strike. 


Thrust 


Combo Finish. 


Element 


Swing Speed 


Break Recovery 


Required CP. 


DESCRIPTION 


А Never Land-exlusive Keyblade with 
amazing swing speed. This is another well- 
rounded Keyblade in the mid-range category. 


LOCATION [Olympus Coliseum, Key to Rewards room. 
Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, ІІІ 
congas | Romp, Judgment, Onnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken 
DESCRIPTION 
Strike This is а special attack card offers 
well-rounded performance for a mid-range 
Teast e Keyblade, 
Combo Finish | Ве 
Swing Speed | С 
Element NEUTRAL 
Break Recovery | В 
Required cp | В 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll. 


‘Ars Arcanum, Blitz, Blizzard 


Firaga Break, Fire Raid, Gravity Raid, Idyll 


COMBOS 


Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken 


Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 


Strike A Monstro-exclusive Keyblade that is easy to 
с handle and has great CP requirements so you 
west 6 can stock more in your card deck. 
Combo Finish | D+ 
Swing Speed |А 
Element PHYSICAL 
Break Recovery | A 
Required CP 


DESCRIPTION 


Limit, Zantetsuken 
DESCRIPTION 
Strike This Olympus Coliseum-exclusive Keyblade 
2 features excellent card break recovery and СР 
ic De requirements. In addition, it has better than 
Combo Finish | B average combo finishing abilities. 
‘Swing Speed | С 
Element — | PHYSICAL 
Break Recovery | A 
Requires cp | A 
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Traverse Town, Key to Rewards room. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnistash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken. 


STATS 


with the power of Fire. It features better than 
average strength and excellent card break 
recovery. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 


. | Romp, Judgment, Omnistash, Ragnarok, Reflect Raid, Shock Impact, Sliding 


Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken 


This is a well-balanced Keyblade with a 
powerful thrust and good strength. After 
obtaining the first card, you can find more in 
Moogle Shops and Treasure Spots in Destiny 
islands. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken 


А Wonderland-exclusive Keyblade that 
is a well-balanced, mid-range weapon 
with excellent speed and reasonable CP 
requirements. 


Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, (МІ 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
imit, Zantetsuken 


А high-powered attack 

strength and recovery abi After finding 
| you can get more from Moogle 

Shops and Treasure Spots on Destiny Islands. 


LOCATION | Hollow Bastion, random Treasure Spots. 


‘Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Idyll 

Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 

Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
ken 


This Hollow Bastion-exclusive Keyblade 
features a strong strike and quick swing. 


Castle Oblivion, treasure chest inside a Calm Bounty room, 


Firaga Break, Fire Raid, Gravity Raid, Idyll 
Romp, Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
hh, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 


This is one of two attack cards that appear 
after you defeat Marluxia at the end of Sora's 
game. This Keyblade is strengthened by the 
power of the ісе element end is the fastest 
and easiest Keyblade to handle. After finding 
the first card, you can get more from Moogle 
‘Shops and Treasure Spots in Castle Oblivion. 


ONE-LWINGED ANGEL 


ULTIMA WEAPON 


Twilight Town, treasure chest inside a Calm Bounty room, Castle Oblivion, inside a treasure chest from а Calm Bounty room after 
LOCATION | iter defeating Marla LOCATION | you've cleared both Sora and Riku modes. 
‘Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fire Raid, Gravity Raid, Il Ars Arcanum, Blitz, Blizzard Raid, Firaga Break, Fre Raid, Gravity Raid, Idyll 
сомво | Rom, Judgment, Omnislash, Ragnarok, Reflect Raid, Stock Impact, Siding compos | Romp. Judgment, Omnislash, Ragnarok, Reflect Raid, Shock Impact, Sliding 
Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity Dash, Sonic Blade, Stop Raid, Strike Raid, Stun Impact, Thunder Raid, Trinity 
Limit, Zantetsuken Limit, Zantetsuken 


DESCRIPTION 


Strike c This is one of two cards that appear after you Strike * The last Keyblade found in the game! This is 
defeat Майа at the end of Sora's game. It с я the strongest attack card you can find. Use it 
Trust с is enhanced with the Fire element and has the мин. Хо blow away your friends in Link battles, This 
Comborinish | Үү ability to perform excellent combo finishes. Combo Finish | A card can be found in all worlds after you find 
After finding the first card, you can get more the first one. 
Swing Speed | A from Moogle Shops and Treasure Spats in Swing Speed | В 
Element | FIRE бс ыы Element | PHYSICAL 
Break Recovery | С Break Recovery | В 
Required CP | С Required CP 


WELCOME TO. 
CASTLE OBLIVION 


MAGIC CARDS 


Magic cards are used to cast different spells, some element-based, some not. The magic card category is actually split into two parts when 
referenced in the game. There are the magic cards that include the seven cards listed in this section and the summon cards that include the seven 
cards in the next section. If you read the instructions for a sleight that includes a random “magic” card, this is the pool from which to choose. 


CHARACTERS 


м №. АҮ AV. 
>| 
22. BUZZARD CASTLE OBLIVION 
ойнау between The sii эк 
LOCATION: [мет LOCATION, | taut car LOCATION. | seventh oor, after deitatis LOCATION. | Detautt card 
-— SECRETS OF 
THE GAME 
Aqua Splash, Bind, Blazing 0 " ^ 
Donald, Fira, Frage, Finge jas siet td, бым быш, Bi, Bug Do, ot Mc, н. жан шй, бен 
COMBOS | Break, Fire Ri, Gifted Miracle, COMBOS A COMBOS | Homing Bao Horn Fn, Ose, COMBOS З 
Gifted Miracle, Homing Bluzara, Homing Fira, Quake, 
Homing Blizzara, Homing Fira, Homing Fira, Quake, Teleport ‘Teleport, Thunder Raid Synchro, Teleport 
Mega Flare, Quake, Teleport ч -—- wm THE CARDS 
الا ل‎ 
Вшм is the most basic of the 
Fire isthe most basic of Fire ке spells. Casting it causes a Thunder is the most basic 
spells. Casting it sends a твай small кє block to materialize a Lightning. attack, Casting it " * BESTIARY 
in tne direction of the targeted short distance in fnt ot Sora, causes a sinple bolt hee ен 
DESCRIPTION | enemy. То increase the power | | DESCRIPTION | hopefully inticting damage of | | DESCRIPTION | to strite the targeted enemy. To | | DESCRIPTION | n^ Teese te amount o HP 
‘of the spell and its range of ап enemy, To increase the power increase the power and its range. волани 
effect, stock two or three cards ‘of the spell and its range of of effect, stock two or three 
in combination. effect, stock two or three cards cards in combination. 
in combaton. 


Wonderland, inside a treasure Hallway between the seventh 
LOCATION LOCATION | chest in the fst Caim Bounty LOCATION | and eighth floors, atter defeating! 
поп opened ia. 
Bind, Blazing Donald, Gifted Бекен و‎ es 
Miracle, Gravira, Graviga, Gravity ‘Bind, Blazing Donald, Gifted Miracle, Bü, бийм Fira, лей, 
COMBOS | Raid. Homing Blizzara, Homing COMBOS | Homing Вешала, Homing Fira, Quae COMBOS | Css Stop Re, сыра, да 
Fira, Quake, Synchro, Teleport, Teleport, Warp, Marcar. Sei. Meet ui, № 
Tels per өтіп, Teleport, Тий, an, 
4 Warpinator 
The basic Stop spell halts the 
enemy's movements for two 
е ее кей seconds. You can increase the Casting Aero causes a wing ot air 
Edo ui darin of ве attack 33 Ви ле вере ay а Sr 
DESCRIPTION | рт inficts damage DESCRIPTION | and 6 seconds бу stocking two DESCRIPTION | vie inficting damage. To increase 
een fr AEC рау or three cards respectively in the effect ofthe speil, stock two or 
hoses Ms xd vol combination, Stop does mot ‘three cards together in a combination. 
ens ыы work on all enemies and rarely 
on bosses. 


summon CARDS 


While these cards are grouped with magic cards, they are often referred to as summon cards within the game. Summon cards are similar to friend 
cards except that you actually get a physical card that you can collect and place in your deck if you choose. Unlike friend cards, this enables you to 


use summon cards on any floor and as part of a set attack strategy. 


Traverse Town, айм meeting! 
LOCATION | giting Leon. 


Confuse, Gifted Miracle, Proud 
COMBOS | Roar, Quake, Shock Impact, 
Terror, Tornado 


When calle into batte, Simba 
replaces Sora on Ше field, 
letting out a fierce roar that 
DESCRIPTION | inflicts damage on any Heartless 
‘standing in front of it, Stock 
two or three cards to add a s 
effect to the roar. 


100 Acre Wood, a gitt from Pooh 
an event. 


Agrabah, after defeating Jafar, 


Contuse, Gifted Miracle, 
Showtime, Terror, Tornado 


Olympus Coliseum, after 
defeating Hades, 


Но Rewards room in Hollow 


Confuse, Firaga Break, Flare 
Breath, Gifted Miracle, Mega 


Fiare, Terror, Tornado 


Mushu appears when summoned 
‘and breathes fire at the enemy, 


Stock more cards to increase the 
duration of the attack. 


ITEM CARDS 


Item cards are kind of different. They don't act like Potions and Elixirs do as in other RPGs, healing Sora's various afflictions in battle. Item cards 
in Kingdom Hearts: Chain of Memories are used as a substitute for reloading attack cards, magic cards, or both. In fact, the better the item card, 
the greater the power it has at resurrecting cards lost to card breaks, sleights or the con side of the Premium Bonus and healing your deck back to 
its former glory. Of course, the down side of item cards is that they are “one-time-use” only cards. 


InEGH-POTIOn 


Gifted Miracle, Holy, Teleport, 
eror. 


Gifted Miracle, Holy, Teleport, 
Terror 


Agrabah, after rescuing Jasmine 


Gifted Miracle, Holy, Teleport, 
Teror 


When used in battle, this reloads 
all attack cards that would be 


DESCRIPTION | recharging period. This excludes 


the beginning of a sleight. 


This card does the same thing 
as the Hi-Polion card with the 


ded benefit of resetting the 
= 


longer boss battles, once you've 
built the reload counter up to 3. 


DESCRIPTION 


This card does for magic cards 
what Potions do for attack 
сагі. И reloads all magic cards 
that would normally be reloaded 
during a normal recharge. 


Bee Bere ern 


Hallway between tenth and J 
2 Hundred Acre Wood, presented Destiny Islands, Key to Rewards 
LOCATION | поет for, ater defeating [771,4 وتو‎ ien LOCATION |01 
неп. 
Gifted Miracle, Holy, Teleport, Gifted Miracle, Holy, Teleport, Gifted Miracle, Holy, Teleport, 
compos. | fits compos | ней compos. |н 


This boosts the poner of the 


This adds to the power of the This card combines the power of Elisir card by resetting the 
Ether card by reloading those Potion and Ether, immediately reload counter in addition to 
DESCRIPTION | magic cards deemed “un- DESCRIPTION | reloading all attack and magic DESCRIPTION | reloading all magic and attack 
Teoadable" in the previous cards, even those marked as un- cards in Sora’s deck. I is the 
rounds of play. relaadgble. most powerful ilem card in the 

game. 


FRIEND CARDS 


Friend cards only appear in battle and must be used before the battle ends, Donald and Goofy are your default friends and they appear in battle 
on every floor but the twelfth. As you ітамеї through the castle, recreating worlds Sora visited in the original Kingdom Hearts, you will encounter 
other friends who will aid you during your time in that particular world. However, you cannot depend on having that friend in your “party” the entire 
time you are in his or her world. Some friends only join after you witness events in specific story rooms, while others join at the start of the world, 
but leave halfway through to take care of their own business. Once you've cleared a world and left the floor, should you return later on, your friend 
there will join you for the entire length of your visit. Keep in mind that there are only five worlds with friends: Agrabah, Halloween Town, Atlantica, 
Never Land, and Hollow Bastion, 


GAME BASICS 


LOCATION | peut LOCATION | petat ГЕЛІ ГЕ LOCATION | atoveen Town 
SECRETS OF 
THE GAME 
compos. [iste ne Dust, tnt сы | che Gy теша 76 MR а 4 
THE CARDS 
| < 
‘When you summon Donald, ‘When called into the fray, Maddin appears on the battlefield 
he randomly casts two spells Goofy appears in front of Sora feady to rumble! To guide his sword, When called into battle, Jack casts BESTIARY 
from the following: Cure, Fire, and races across the field, run around the battlefield to the enemy ‘two spells from the following list: Fire, 
Blizzard, and/or Thunder. To smashing the enemy with his nich locations, Stocking Aladdin cars. Blizzard, Thunder, and/or Gravity. To 
DESCRIPTION increase the power of these DESCRIPTION shield. Positioning is everything. DESCRIPTION into the sight Sandstorm lengthens DESCRIPTION power up his attack stock two or three. 
spelis, stock two or more im when you summon Goofy, since ‘the effect of this summon. Aladdin ‘cards to raise the levels of the spells 
а combo to create the Magic his position on the battlefield 5 the only friend you control in this cast accordingly. 
sleight, ultimately depends on yours. manner, 


LOCATION | Atlantica LOCATION | Never Land LOCATION | Hollow Bastion 


COMBOS | spiral Wave COMBOS | Hummingbird, Teleport COMBOS | Ferocious Lunge 
Ariel's attack is the swimming Peter Pan's attack is similar 
version of бооуз. When to Ariel and Goofys. When 
summoned into battle, Ariel ‘summoned, Peter Pan flies Cusen De. Ress Kn ын 
and he lunges across the 
appears and swims across the across. the feld, attacking Battlefield, mowing down any 
DESCRIPTION | batted, ramming into any DESCRIPTION | enemies in is path wih ва | | DESCRIPTION | ойыны тен Be carefu! 
enemy in her path. The number dagger. The number of passes he манной 
cards you stock in a conto. makes depends on the number of d 
determines the number of laps Poter Pan cards you stocked into. К 


she takes. the Hummingbird slight. 


гч 


MAP CARDS 


There are four types of map cards: red, green, blue, and gold. Each type 
has a different effect on the room created with that card. Red cards 
affect the Heartless in the room, creating rooms with varying number 
of Heartless, with Heartless of varying strength or aggressiveness, or 
with specific Heartless. Green cards affect battle conditions. Some 
increase the power of specific card classes while other cards provide 
an advantage in battle if you start the fight. Blue cards open up special 
rooms with treasure chests, save points, Moogle Shops, and so on. 
Finally, gold cards open special rooms like the story rooms and the 
hidden Rewards room. You can only carry one of these cards at a time 
and the Keycards to the story rooms are handed out at specific times 
and are not given away in battle like the others. 


So the question remains: What kind of rooms do these cards open 
exactly? The following section contains information about each type of 
map card as well as a sample image of a room opened with that card. 
Each room has its pros and cons, but ultimately which rooms you create 
depend largely upon which map cards are in your inventory and your 
own personal taste, 


TRANQUIL DHRHTIESS 


RED MAP CARDS 


You get access to almost half of the cards in this category at the start 
of the game. The other half appear once you reach the halfway point in 
your climb to the top of the castle, These cards determine the number, 
type, and strength of the Heartless in the room. 


TEEMING DARHNESS 


If you are looking for the larger Treasure Spots in a certain world, you 
can't go wrong by opening а Teeming Darkness room. This room is very 
large in comparison to the standard Tranquil Darkness room. As a result, 
it can hold more Treasure Spots and Heartless. This. 

create when you need to level up or collect more Moogl 

in the Moogle Shops. Also, this kind of room increases the chance that 
ап enemy will drop an enemy card at the end of a battle by 2.5%. 


Ш... № 


This is the basic room. When you enter a new floor, this is what they start 
you out with. Tranquil Darkness creates the most average-sized room 

DESCRIPTION | With а moderate amount of Treasure Spots and Heartless. However, 
these cards start to become more rare the further you go in the Castle, 
If you are looking to restock your inventory, head back to the first floor 
and Traverse Town for the best chance to get more. 


The key thing about these rooms is that the Heartless have 2 points 
deducted from all of their cards. This makes the Feeble Darkness room 
the place to go to level up a little bit when the enemies in a world are a 
little too hard to handle. 


Heartless inside are usually placed close to entrances and exits. Don't 
touch them or you'll find yourself entrenched in battle. 


SIZE OF ROOM Mo SIZE OF ROOM | 
# OF HEARTLESS 8 # OF HEARTLESS 
QUANTITY OF QUANTITY OF 
[TREASURE SPOTS} Dm [TREASURE SPOTS} ] 
The Almighty Darkness card creates a room that is the direct opposite This room is very similar to the Teeming Darkness room. The main 
о пат еол one перне Tae 
DESCRIPTION | monsters slightly more challenging. The large number of Heartless ТЕҢЕДІ: | 2° чеку. bere sien п ег. розції NS Хтео at 
‘spawned in this room also makes it a good place to go for leveling up. зоор WALRAD IS седі Bes prepago Sg ua NU ИДИ ШО 
In addition, there is an increased chance (2.55) that enemies will drop Teeming Darkness rooms, there is an increased chance (2.5x) that the 
their enemy card at the end of a successful battle, last enemy defeated in battle will drop its enemy card. 
SIZE OF ROOM SIZE OF ROOM 
# OF HEARTLESS 3 4 OF HEARTLESS 
QUANTITY OF і QUANTITY OF 
[TREASURE SPOTS [TREASURE SPOTS} j 
The name of the card aptly describes what you'll find inside: Sleeping 2 А 
$ рі) ake - d Mf you want to increase the chance of getting a premium prize in battle, 
ЖЕНЕШЕ Heertless. Yhe smalf:size of the Toon presents d challenge), às 158 DESCRIPTION | open a room with a Premium Room card. You are granted a premium 


prize after defeating all of the Heartless in battle. 


THE CARDS 


125 


® WHITE Room 


( 


2 3 ‚ BLACH ROOM 
A, 


SIZE OF ROOM 


SIZE OF ROOM 


[TREASURE SPOT: нян ІШІ 


# OF HEARTLESS y t —m У ЕЗ 1 
ы ем 
QUANTITY OF QUANTITY OF ] 
[TREASURE SPOTS| 


You will only encounter White Mushrooms in this overly large room. 
White Mushrooms are an unusual enemy in that they don't actually 
attack. Instead, they coax you to play a game with them. They mime 
what sort of spell they want to see and if you cast the right one three 
times in a row, you'll get a prize. Shivering indicates the need for a Fire 
spell; fanning indicates the need for a Blizzard spell; and drooping calls 

DESCRIPTION | for the boost of a Thunder spell. It you get one spell wrong, the White 
Mushroom disappears in a huff, leaving you nothing at all. In “battles” 
with more than one White Mushroom, play with one at a time and isolate 
them from the rest so that your spelis don’t accidentally hit one of the 
others. The first time you win the game, you get a premium prize along 
with HP prizes and experience. When you finish playing with all of the 
White Mushroom on the battlefield, you get a map card (usually Calm 
Bounty) or perhaps the rare White Mushroom card. 


DESCRIPTION 


Black Funguses are the only Heartless that inhabit this room. Unlike the 


White Mushroom, the Black Fungus аге a more warlike group. In battle, 
these tricksters emit clouds of spores that stun anyone caught in the 
way. Black Fungus are also capable of transforming into invulnerable 
gray mushrooms. In this form, nothing can damage them, forcing you to 
wait until they change back. Defeating a gang of Black Funguses nets 
you the standard experience prizes and a Calm Bounty card (or perhaps 
the rare Black Fungus card). 


GREEN MAP CARDS 


Green cards control different aspects of the battles that take place in a room. Whether you want stronger cards, weaker or slower enemies, or 
just an extra friend card at the start of a fight, these are the cards that will do it. You get access to the majority of the green cards after you enter 


the second floor of Castle Oblivion. 


SORCEROUS WAKING 


SUEOFROM | 2 


SIZE OF ROOM. 


DESCRIPTION. | 0% are building your deck and high-numbered cards are tough to get. 

However, this +2 bonus also affects your zero cards, turning them from 
fabulous into somewhat weak 2 cards. For this reason, you should stop 
using Martial Waking cards once your deck is filled with high-numbered 
cards above 7 or 8. 


т FI ЕР E EJ КА EJ б # OF HEARTLESS 1 Е ШЕНІ 
QUANTITY OF 1 ЕШТЕ І QUANTITY OF 
[TREASURE SPOTS} ETTIT EC I C3 [TREASURE SPOTS| ЕТЕ 
The Waking trio of map cards gives your deck а Ише boost when you 
enter into battle in that room. Martial Waking boosts all of your attack Sorcerous Waking boosts а! of the magic cards in your deck by 2 points 
cards by 2 points. This is great in the early part of the game when when you fight battles in that room. This card has a little more staying 
DESCRIPTION | power than the Martial Waking card because of the difficulty in getting 


high-numbered magic cards and the inadvisability of using zero cards. 
in your deck. 


ый. 


way to boost your item cards’ power. 


SIZE OF ROOM SIZE OF ROOM n 
4 OF HEARTLESS # OF HEARTLESS 3 
QUANTITY OF QUANTITY OF 
[TREASURE SPOTS} ! [TREASURE SPOT: ul 
Item cards receive а +2 bonus when you take on Heartless in an 
Акне WIE кат. Но (най ш си а ВЕЛО The Stagnant Space card creates a unique room that is better described 
the composition of your deck, If you only use one or two item cards in as a long hallway, In here, Heartless move at half their usual speed, 
DESCRIPTION | your deck(s), then you only need to get one or two number 9 cards, DESCRIPTION | allowing you to dodge them more easily. Of course, the narrowness of 
negating the need for this card. However, until that time, this is a reat 


the floor tends to work against dodging, 


to initiate the battle, the fight proceeds as normal. 


< 
> 
JBLIVION < 
< 
< 
“Ss 
у < 
M 
SIZE OF ROOM SIZE OF ROOM ] < 
# OF HEARTLESS # OF HEARTLESS ы 
0 it = 
QUANTITY OF QUANTITY OF 
(TREASURE SPOTS T ITREASURE SPOTS} Т S 
< 
This room is very similar to the Waking rooms except that instead When you initiate а battle in а Strong Initiative room, you can inflict = 
boosting your cards, you are given a friend card at the start of a battl more damage with your Keyblade than normal, In new worlds where 
Mind you, this only works if you are in а world where your friends are DESCRIPTION | the monsters are still unfamiliar, this room provides just enough of an < 
DESCRIPTION | available, For example, if you were to use this on the twelfth floor in advantage to make a difficult battle more survivable, If you fail to start 
Destiny Islands, nothing would happen because Goofy and Donald d the battle, It proceeds normally with the enemy starting at full health 
‘not accompany you there. This card is great when you are using sleights 4 
that utilize friend cards, like the awesome Trinity Limit attack, THE CARDS 
4 
< 
< 
= 
д. 
SIZE OF ROOM 
# OF HEARTLESS 
QUANTITY OF 
[TREASURE SPOTS| 1 
When you start a battle in a Lasting Daze room, every wave of Heartless 
DESCRIPTION | enters the battle in а stunned state, instead of just the first. If you f 


гв 


The last main group of map cards deals almost specifically with providing special facilities on а floor. Blue cards open up rooms with Moogle Shops, 


save points, and treasure chests. 


card or sleight in the second Calm Bounty room you open. The rest of 
the time you'll find random cards inside the chest. 


SIZE OF ROOM. im SIZE OF ROOM 1 
# OF HEARTLESS шов # OF HEARTLESS} | 
{including the two inside the ИМАМ вазе chests) 
QUANTITY OF QUANTITY OF à 
TREASURE SPOTS| [TREASURE SPOT: 
The Calm Bounty card opens a room with a single treasure chest. The The False Bounty card opens up a treasure room filled with three chests, 
first time you open up a Calm Bounty room in a world, you'll find a new Of the three, only one of the chests actually holds a prize; the rest hold 
DESCRIPTION | card or a new sleight in the chest. In some worlds, you'll even find а new DESCRIPTION | Heartless. In addition to the Heartless inside the chest, other Heartless 


patrol the room to dissuade visitors. Of course, the contents of the true 
treasure chest follow the same rules as the Calm Bounty chests, 


Bounty chests. 


SIZEOFROOM | ШЕТ SIZE OF ROOM | 
4 OF HEARTLESS E sor | [NONE d 
QUANTITY OF QUANTITY OF 
(TREASURE SPOTS | [TREASURE SPOT: 
If you took a Calm Bounty room and added a couple of large guards 
to it, you'd end up with something resembling a Guarded Trove room. | Open a door with a Moment's Reprieve card whenever you need a handy 
DESCRIPTION. | Two big guards patrol the treasure along with a few normal Heartless. DESCRIPTION. | save point. These rooms are great, positioned next to Key to Truth rooms 
The contents of the treasure chest follow the same rules as the Calm or in the middle of some of the larger floors. 


SIZE OF ROOM ET I 


4 OF HEARTLESS 


QUANTITY OF 
[TREASURE SPOTS} 


This card opens a room with a Moogle Shop. Moogle Shops allow you to 
пен cards and sell off your unwanted anes. The coin of choice here are 
Moogle Points that you get from the Moogle Points prizes that Пу 
Treasure Spots. When you first visit а newly-opened Moogle Shop, you ; fre 
pack of five cards, Then you can purchase packs of attack cards, magi cards, 
DESCRIPTION item cards, or a combination of the three. Card packs bought from N 
Shops have а good chance of containing 

increase as you climb to the top of Castle Oblivio 
least one Moogle Shop ре 
be found, you should com 


tely buy it out. 


GOLD CARDS 


The gold card category doesn't quite fit with the previously mentioned cards. Of the four gold cards, only one is acquired randomly at the end of 
battles, The rest are given as you complete the events in the story rooms in each world. The first gold card that you get in every world is the Key of 
Beginnings, given at the end of the opening cut-scene in the entrance room. This key is used to open the first story room. The Key of Guidance is 
handed out at the end of the cut-scene in the first story room and is used to open the second story room. Finally, the Key to Truth is given at the 
end of the events in the second story room and is used, naturally, to open the final story room. 


The fourth gold card, the Key to Rewards, starts appearing at the end of battles from the seventh floor on. You can only have one of these cards in 
your inventory at a time, so don't hoard them! Use them to open the hidden rooms that appear on the first through the twelfth floor. Inside you'll 
find real treasure in the form of rare cards and powerful new sleights. 


HEY OF BEGINNINGS 


HEY TO TRUTH 


SIZE OF ROOM 
ЖОҒ HEARTLESS, 


SIZE OF ROOM 
# OF HEARTLESS | 


QUANTITY OF 
[TREASURE SPOTS) 


QUANTITY OF 
[TREASURE SPOTS} 


WELCOME TO. 
CASTLE OBLIVION 


DESCRIPTION. | This key opens up the first story room on each floor. DESCRIPTION | This key opens up the third story room on each floor. 


CHARACTERS 


HEY OF GUIDANCE 


HEY TO REWARDS 


SIZE OF ROOM Я Г эшонон | EE ет —— 
4 OF HEARTLESS Е Иа л NS 


QUANTITY OF и. 
[TREASURE SPOT а 


The Key to Rewards opens up the hidden rooms on the first through the. 


CASTLE OBLIVION 


QUANTITY OF 
[TREASURE SPOTS) SECRETS OF 


THE GAME 


DESCRIPTION | This key opens up the second story room on each floor. DESCRIPTION | twelfth floor. Inside you'll find the rarest treasures in the game. Key to 


THE CARDS 


Rewards cards start appearing on the seventh floor. 


اا 


BESTIARY 


CARD AND 
SLEIGHT CHECHLIST, 


To aid you in your quest to collect all of the cards and sleights, we've provided a handy checklist. 


THE CHRDS 


The following lists contain all of the cards you can physically get in the game. Absent from this list are the friend cards, since they only appear 
in battle. 


TTACH CARDS 


П L^ Kingdom Key П ы Wishing Star П | Lady Luck ow One-Winged Angel 
ОЁ Three Wishes 0 РА Spellbinder 0 H Divine Rose ОЁ Ultima Weapon 
П М Crabclaw 0 Ё Metal Chocobo 0 М Oathkeeper 

ui Pumpkinhead П L^ Olympia П ія Oblivion 

0 А Ғаігу Нагр [1 L^ Lionheart П Е Diamond Dust 


MAGIC AND summon CARDS 


ОЙ... Dus О оғы О sinker ser 
об Blizzard ОЙ... ПІ Bambi пй Cloud 
in|. Dm О... ОЙ... 

ОМ... О ть ОЁ... 


ITEM CARDS 


Пі Potion Сен к съ Пі vezaii 
ПІ oos DÉ eter DB aus 


ENEMY CARDS 


ОЙ secon [| ГИНЕ m| „а и) PM 
ІЗЕТ ПІ e ПІ search chost DB нь 
П =| Large Body пй Bouncywild пй Sea Neon 0 =| Air Pirate 
[1 [7| Red Nocturne П Ё Air Soldier П 2 Screwdriver П ә Darkball 
oe Blue Rhapsody ow Bandit об Aquatank П a Defender 
П [| Yellow Opera 0 Ш Fat Bandit П a Wight Knight П Ж Wyvern 


П № Wizard 

П Ж Neoshadow 
0% White Mushroom 
ow Black Fungus 
П Ы Creeper Plant 
ПІ е 
П lal Crescendo 


ОЁ Guard Armor 
П Е Parasite Cage 
П Ш Trickmaster 
m DN 

П М Card Soldier 
О ass 
ОМ... 


THE SLEIGHTS 


This list contains all of the sleights learned in the course of the game. 


П Аегога 


П Aqua Splash 
П Ars Arcanum 
П Bind 

П Blazing Donald 
О Blitz 

О Blizzaga 

0 Blizzara 

О Blizzard Raid 
Hl Confuse 

0 Cross-slash 
Оо 

LJ Curaga 


П Ferocious Lunge 


П Fira 


L Firaga 


LJ Firaga Break 
П Fire Raid 


П Flare Breath 


П Gifted Miracle 


0 Goofy Charge 


П Goofy Tornado 


0 Graviga 

П Gravira 

П Gravity Raid 
Пноу 

П Homing Blizzara 
0 Homing Fira 
0 Hummingbird 
0 Idyll Romp 
П Judgment 
Ом 

П Mega Flare 
О Omnislash 
П Paradise 

П Proud Roar 
Dou 

П Ragnarok 

П Reflect Raid 


П Sandstorm 


H Oogie Boogie 
П Ж Ursula 
П р: Hook 


ПІ Dragon Maleficent 


П В Riku 
ОМ, 


B 0 2) Larxene 


shock impact 
Г showtime 
D sicing Dash 
C воле Blade 
O зрә! wave 
ЕЕ 
Оор вав 

О stopea 

П stopra 

LJ strike raia 


П Stun Impact 


П surprises 
Lisynchro 
Озен 

Ll teror 
Отаг 
Ольга 

ГО thunder Raia 


П Tornado 


liy iii 


DB... 

ПІ eve 
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ПИ arsen 
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П Twinkle 
О Warp. 


Hl Warpinator 


П Zantetsuken 
st OF 
THE 6j 
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THE HEARTLESS 


If you played the original Kingdom Hearts, you will recognize almost all of the Heartless and bosses. The following entries provide each enemy's 
location in the game, a basic description, and information about the enemy card each enemy drops. This list is divided into two sections covering 


the basic Heartless you fight in each World and the special bosses. 


ma. ® 
Hyperactive monkey shadows that attack O ENEMY CARD 09 
and feet. POWER 
STATS 


ка 1 ЖЕ ЖОҒ OF В SF Y МЕ r3 13F 

н DERE 
з ае [о еа овие 

"  BEIBEIBEEBEEL 1] 


HEARTLESS QUICK-REFERENCE INFORMATION 


Ф" WORLDS FOUND: 
‘THE WORLDS IN WHICH THE SPECIFIC HEARTLESS CAN BE FOUND. 
® 


ATTACKS: 

ТИЕ TYPES OF ATTACKS THE HEARTLESS USES. THIS FIELD IS NOT INCLUDED UNDER 
THE BOSSES SECTION. LOOK FOR THEIR CARD DECKS AND SPECIAL ATTACKS IN THE 
WALKTHROUGH. 


STRENGTHS/WEAKNESSES: 

EXPLAINS WHAT TYPE OF ATTACKS OR MAGIC THE HEARTLESS 15 WEAK OR STRONG 
AGAINST. IF A HEARTLESS IS STRONG AGAINST AN ATTACK, IT MEANS THAT IT TAKES 
ONLY HALF THE DAMAGE AS USUAL. IF IT IS WEAK AGAINST AN ATTACK, IT TAKES 
50% MORE DAMAGE THAN USUAL. 


FIR PIRATE 


A winged Heartless, similar to the Air Soldier, that appears 
exclusively in Never Land. They attack with their fists from 
the air. 


STATS 
| ее ее TF fF SF UF ПРО іу 


= | ss | me | ve | ou | oo | se | ioe | ıe | ıu ооо | 
^ 11 н ъв ооо 
> EBESERESESEIERESESIE3ETETE3 


Anc Mick attack, thrust 


AIR SOLDIER 


These flying soldiers hover over the battlefield, swooping 
down to attack opponents. 


ENEMY CARD| 
PI 


Retrograde 


becomes 8, etc. 


Reload Кіпесі 
Reload whil 
three reload: 


© in NON-ELEM — FIRE _ BLIZZARD THUNDER 
STRONG 
WEAK 
185055 < БЕР ЖЕН РИ ПОР ОР 
INVULN. шла а Р Р шш ан 


ooo EE 


ses the values 


DESCRIPTION: 
Brier DESCRIPTION oF THE HEARTLESS. 


ENEMY CARD: 
E А BRIEF EXPLANATION OF THE POWERS GRANTED BY THE ENEMY CARD DROPPED BY 
THE HEARTLESS. 


STATS: 

THE BASIC STATS FOR EACH HEARTLESS IN THE SORA VERSION OF THE GAME (THE 
MAIN PART OF THE GAME). STATS ARE GIVEN FOR ALL FLOORS REGARDLESS OF 
WHETHER OR NOT THE HEARTLESS APPEARS THERE. STATS FOR THE BOSSES ARE 
LIMITED TO THE FLOORS ON WHICH THEY APPEAR. 


ATTACKS | Uppercut еч а ATK. NON-ELEM НЕ BLIZZARD THUNDER 
о ты | 


ENEMY can я 
you use. Lasts for three reloads. 


ов 


top enemies from breaking item cards МД = 


O EN: 


LDS FOUND 


ПИШИ PHYS. ATK. NON-ELEM FIRE BLIZZARD THUNDER 
ШЕ 1 
LOS {| 

ABSORE | 


INVULN. | 


motion. Lasts for 


| № 9r 10Р ПЕ IF 13F 
” Cc amma 

» ЕШ |з | з По | и Р ри Ге Га | м | 
зе BRB 


AQUATANH 


Underwater Heartless who are a cross bet 
and an angler fish, These monsters attack with 
lightning. 


Auto-Reload 


matically rel 


These foes are unique to the world of Agrabah 
similar to the standard Soldier. 


ABSORB 
INVULN. 


ШОШ ESTER 


п, body blow 


] 


Fierce spiders that look eerily like normal barrels. When you 


f ®) strike one, it comes to life and attacks. 


Quickload 


(EMY CARD 
OWER 


three reloads. 


Reload cards instantly. Lasts for 


FOF ЗЕ sr пр р gu : 
P 60 66 n 84 180 | 192 | 204 
P 5 7 9 11 13 20 22 23 уж 4 
m5 | 13 | 20 | 2 | 35 130 | 143 | ams 
BLA Armacks рик poison, poison touch т NON-ELEM 31177480 THUNDER 
Opposite of the White Mushrooms, these creatures ова Ш Random Flush |, = NONE —| 
t good fight. Rewards are yours if you manage to defeat them. Me pde тылы. BSORB n ~ 
IF Ж ЗРО SF ВР ТЕ ЕР Ш mo 
E 74 | s1 | 89 | 96 | 108 | 101 | us | 126 | 133 | мі тонн ONLY Lo E 
K ROOM ONL) 
‚ мамка Е: 22 |z ACK ROOM ONLY А 
Sid 
E 1] 3] 4/6 |727 | о | 0] 2] а | 15 | 26 | 29 | зі н 
Б PHAPSOD Blizzard, blizzara ший: ки к BUZZARD Im 
Small floating shadows dressed in blue cloaks that mun 7 
» Increases the strength of Blizzard BSORB 7 
T specialize in ice-based magic abies. Las or po ond 
ЛЕ SF BF т oF 
4 к 
ШІ 35 | 39 | 42 | 46 | 49 | 53 | 56 | во | 63 | 67 | 105 | E ^ 
| EREREREBSEREREJESEJESRE2 
* | 8 | iz |i | a] | 30 | 35 | 39 | м | 78 | 86 
BO 1 ATTACKS Slingshot, banana = FIRE ARD THUNDER. 
The female version of the Powerwild. These clever monkeys 
toss banana peels in the paths of their opponents, in hopes BSORB 
% that they'll slip and fall 


Ш ж SF GF ж 
P 50 65 70 75 80 


WELCOME TO 
CASTLE OBLIVION 


CHARACTERS. 


< 
GAME BASICS 
< 


CASTLE OBLIVION 


< 
< 
< 
< 


SECRETS OF 
THE GAME 


< 


< 
44 


BESTIARY 


< 


Bu 


A type of Heartless that looks like a flower. Т 


З attack using their roots and seeds. 


Seed attack, root needle. 


creatures RD 


Leaf Bracer А 
Stop enemies from breaking Cure 850 


hs 
» co | s | 72 | 78 | as | | 96 | 102 |108 | 114 | 180 | 192 
Маю ивы 
Ж: | 20 | 32 | 44 | 56 | | 92 | 104 | пе | 208 | 228 
о D Trumpet attack, trumpet healing тт 0 RE BLIZZARD THUNDER 
Astrange Heartless that resembles a cross between a bird ШИ summon Boost ч 
and a horn, These creatures can honk and call to other ۹ Forfeit magic card use to power up | РАК 0 
Heartless summon cards, Lasts for one reload. і 
8 АГИ 
502 Кайт 
^" 70 | 77 | sa | oi | 98 | 105 | по | из | 126 | 133 224 | 238 
/|ENEBENREBERENREREREAESREAEAJES 
7 
‚ | 20 | 32 | 44 | 56 | 68 | so 104 | 116 | 208 248 
DARHBA ЕШ! P 0 RE BLIZZARD THUND 
Cardblind 
Large floating balls made up of darkness, They weave R боро ОТИТ КЕН 
around the battlefield, suddenly attacking their opponents. | His ecards you bald tra Боно EE Е 0 
eyes. Lasts for three reload: 
в af OF 10 F 
` ESEAEREREJ 112 | 119 | 126 | 133 | 210 | 224 | 238 2 ; 
» ERERESEBSESESEJESREJES 13 | 4 
pia 
Й 1o | 25 | 40 Û ss | 70 | в | № | по | зо | 145 285 | 310 | № 


at enemies, 


These monsters attack with their shields and shoot fireballs рем 


ENEMY CARD 


STRONG 
WEAK 
ABSORB 
INVULN. 


PHYS. ATK. NON-ELEM 


FIRE 


BLIZZARD THUNDER 


FAT BANDIT 


world of Agrabah. 


ATTACKS 


Beat down, fireball 


Similar to the Large Body, these bandits are unique to the 


ENEMY CARD 
POWER 


STRONG 
Back Attacks WEAK 
Increases damage singenenies ors 

een INVULN. 
wo 


PHYS. ATK. NON-ELEM 


FIRE 


BLIZZARD. THUNDER 


IRLDS FOUND 


Living gargoyles that fly about the battlefield pelting their 


‘opponents with fireballs. The 
in Halloween Town. 


creatu 


can only 


found 


STRONG 
WEAK 
ABSORB 
INVULN. 


PHYS: АТК. NON-ELEM. 


FIRE 


BLIZZARD THUNDER 


NONE 


H PEO PHYS. ATK. NON-ELE) RD THUNDER 
RO 
Small floating shadows dressed in cate вази 
Т specialize in Cure magic. В BSORB [7 7 ға 
| 
ы н он ouno 
ктш [nc | 
40 | 44 | 48 | 52 | 56 | & 
` ERERBERERERESERSESESERESESRE "T" 
‚ EBERESESESEJEJES u | 73 | 36 | 93 th 
AR BOD ЕО Jumping shockwave, body b RE — BLIZZARD THUNDER 
RO 
These large, rotund soldiers can deflect attacks to their єму caro ды — 
front, Their round bodies are unmistakable—and difficult АШ : А1 NONE 
to dodge past = 


тоз ж 1 
і с ей 
P 10 | 120 40 160 
В о 1517|з|о|о|м 
: 
ME 10 | 25 | 40 | 55 | 70 | 85 | 100 | 115 | 130 | 145 310 
П ADO ATTACKS: atch, shadow out HYS. ATK. NON-ELEM FIRE BLIZZARD DER 
ШШ » 
These are souped-up versions of the standard Shadow. They Bio T 
ж are fierce opponents who can tun into two-dimensional Cause enemies’ HP to gradually drop. FRR — NON 5 
shadows and melt into the floor. Lasts for one reload. = 


WELCOME T0 
CASTLE OBLIVION < 


< 
CHARACTERS 
< 


walk, charged 


slash 


А more powerful version of the 5 
exclusively in Never Land, When their swords flash, they 
deal a blow that stuns their opponents 


All Zeros 
Changes the values of all your cards 
to 0. Lasts for one reload. 


< 
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SECRETS OF 
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WORLDS FOUND 


THE GAME 
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BESTIARY 


PO H П кті: ЕЕЕ PHYS. ATK NOILELE BLIZZARD 
ҚҰНЫН Retrograde one - 

Hyperactive monkey shadows that attack with their fists | | ШТИ Reverses the value come SANE 
and fe МЕ , 0 are 725055 | NUM 
то АР. 
пи [я 133 | 210 | 224 | 238 ый 

` ЕЗЕК 14 | 12 | із 

‚ ЕЕ 13 | 20 | 2 73 | 130 | 143 


Fire, fira 


Small floating shadows dressed in red cloaks that specialize 
in fire-based magic. 


8 


STATS 


Шз зз, 
LJ 35 39 42 53 56 


Fire Boost 


< 


зб 


ЗЕН ПЕОП 


Random Values WEAK 
Randomize the values of cards you 


use. Lasts for one reload. INVULN. 


WORLDS FOUND 


10F UF 12Е 3F 


STRONG 
ABSORB 


PHYS. АТК. NON-ELEM FIRE BLIZZARD THUNDER. 


These ghostly shadows have the ability to warp around the 


battlefield. They can also drain an opponent's HP. 


ЕОР AP | OF | GE ЛЕ oF 
108 


my HP when striking with WEAK 


ards, but enemies wil drop fewer 


INVULN, 


| № 


STRONG 


ABSORB 


13 


Ги 
| 


sharp spears. 


Fierce underwater Heartless that attack foes with their 


Decrementor WEAK 


Lasts for one reload. їнїн. 


STRONG 


PHYS. ATK. NON-ELEM АВЕ _ BLIZZARD THUNDER 


Decrease the values of all cards by 1. EET 


Scratch, thrust 


Shadows are the basic Heartless enemy. They are sm: 


Creatures that have the ability to become two-dimensional 


з when threatened. 


33 | 36 | 40 | 43 | 46 | 50 | 53 | 56 | 59 | 


all М incrementor 
Increases the value of all cards by 1 ГГ 
point. Lasts fortwo reloads. 


63 | 99 | 106 | 112 


44 | 78 | 86 | 93 


1 1 2 


Scratch, screw kick 


This is the soldier form of the basic Shadow. They are 


Combo Plus 


а slightly more aggressive and powerful than Shadows. POWER оний combos. 
0 و‎ 
60 | 66 | 72 | 78 | 84 | 90 | 96 | 102 | 108 | 114 | 180 | 192 | 204 im 
* 3 |: 5 7] 8 |o {ои |з [и [рови 
5 | 13 | 20 | 28 | 35 | 43 | so | se | 65 | 73 | 130 | 143 | 155 
ORNADG й Charged propeller, jump attack m 0 RD. THUND 
Reload Haste 
These creatures like to spin around the battlefield using 
their long arms like propeller blades. о-в ABSO ONE — 


70 | 7 | 84 | | зв | 105 | по | по | 126 


133 | 210 | 224 | 238 


14 | ı2 | 13 | 4 


в | 20 | 32 | 44 | 56 | 68 | во | 92 | 14 


| 116 | 208 | 228 | 248 


НОО ms None PHYS. АТК. NON-ELEM FIRE BLIZZARD THUND 


Strange creatures that only want Hyper Healing 
if you can figure out what their gestures mean, they w 


2 reward you. 
5 


Аттас: Slash, rolling attack 


These zombie-like troops, known for their extremely long ЕМУ CARI 
E limbs, are unique to Halloween Town. 


IZARD THUNDER 


Float 
Alter gravity to increase jumping 
ability. Lasts for three reloads. 


WELCOME TO 
CASTLE OBLIVION 


WIZARD IEE Thundara, бага tira Р < 
Magic Boost pong GAME BASICS 
о Heartless are profclent in magic and can cast hish- ШШ Е ЛИ WEAK : 
level Fire, Blizzard, and Thunder spells. Pow Forfeit summon cards use to p. ABSORB 
up magic cards. Lasts for one rek 


INVULN. 


STATS 
CASTLE OBLIVION 


SECRETS OF 
THE GAME 


i эпт Kick, rush attack PHYS. ATK. NON-ELEM FIR RD THUND i 


RONG BESTIARY 
A large, winged Heartless that attacks its foes from the shy, ҰЙ Reload Lock 
headbutting them across the field or slashing at their face ` ДШШЩ Reload without incrementing the reload АД 
with their talons. = 
ДЕ 2 
70 | 7 
» BE 
` ERES 
(2 ОР LLL ATTACKS. 
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Small, floating shadows dressed in yellow cloaks. Istic brat 


specialize in lightning-ba 


ЛЕ ар E: 
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THE BOSSES 


р RE BLIZZARD THUNDER 
Sleightblind от 


Through Sora defeated Anse 
the depths of Riu's heart, con 


400 7) 2; - e d "m 
| RIKU MOD 
3 55 | = 
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of the mysterious Organization. This 


ENEMY CARD POWER GMM PHYS. ATK. NON-ELEM FIRE 
STRONG 

to have his own agenda that may or may not agree w WEAK 
Organization's. In battle, he is a fier s a noms | ABSORB 
fry his opponent: - be INVULN. 


BLIZZARD THUNDER 


ENEMY CARD POWER 


STRONG 
eart Attack Haste 
r her temper comp! k 


WEAK 
ase the swing speed of attack cards. Lasts for ТАА 
act like normal Shadow soldi [ attacks INVULA. 


ові 05 FOUND 


PHYS. ATK. NON-ELEM НІНЕ _ BLIZZARD THUNDER 
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STATS 
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TE 


less that a 
the original Kindgom Hearts This 
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—— аа STRONG 
Overdrive: WEAK 


Sacrifice reload speed t upattackcards. PENTA 
INVULN. 
WORLDS FOUND 


DRAGON MALEFICENT, | ENEMY САВО POWER MB PHYS. ATK. NON-ELEM н: BLIZZARD THUNDER | 
ai m = и 4 Ға РІ 


An oid oe т 
Belles p 


NEMY CARD POWER МИРЫ. ATK. NON-ELEM FIRE BLIZZARD THUNDER. 
Wide Attacks m ҒА ҒА у "à 


Slightly extends the ran a ABSORB 
INVULN. 


IES 


мист < 
CASTLE OBLIVION < 
AD 0 FIRE Z2ARD D et 
ler of the Underworld who has a serious grudge = | i 
Hercules. He's а fierce competitor who doesn't like to lose. 5 t 2 Í < 
Uses blue flame to smite his enemies. NVULN. T 7 
< 
д 0 CASTLE OBLIVION 
440 | 480 | 520 | 560 | 600 5 3 
17| 9 | je [Em | sso < 
233 | 372 | 512 | 651 | 791 - | THE GAME < 
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BESTIARY 


foe, he kidnaps his friend Меп 


who holds a grudge a Second 
й 


ire HP 


—S < 
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Captain Hoo | 4 
- |- п " 
ENEMY C) 3 J J 
m —" Attack Bracer = 
| Stop enemies from breaking attack cards you use. 
j LL Lasts for 20 attacks 
= кимер ж... ж 5 5 
- Газ | 372 -|-|-]-]- 2 : 


ІНННЕПЕ 


ENEMY CARD POWER BN PHYS ATK. NON-ELEM FIRE 
‘member of the mysterious Organization, Lartene s The most STRONG 
vengeful of the group and distrusts and dislikes оле. In. Dash 


" WEAK 
she's а swift opponent who uses lightning attacks to stun and MIDI LAN 
wound her foes 


BLIZZARD. THUNDER 


LEHAEUS 


ENEMY CARD POWER ЕВЕ PHYS. ATK. NON-ELEM FIRE BLIZZARD THUNDER 
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